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This month we have a veritahle wealth of demos for yon to 
pernse at yonr leisnre. Play ice hockey In MHl ‘98 or change 
the face of America in onr two Civil War demos. 
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Requirements 

The Ultimate CD is 
optimised for machines 
with the following 
specifications; P75, 
Windows '95, 16 bit 
display, 16 MB RAM, 


CD INFO 


to World Cup 


e are all preparing for the World Cup in France soon, and so are EA Sports. Their latest Fifa 
game, which leads players to the event, proved to be a lot better than previous Fifa titles, which 
was a surprise to us all. Now's your chance to see for yourself why Fifa '98: Road to World Cup has 
been such a successful game. Deservedly, it received 91% in last month's issue. One 
month on, and we've managed to get hold of a fully playable demo for our readers. 

Listen to commentary from Des Lynham and Andy Gray, take note of the 
excellent visuals and try for yourself the improved gameplay which so many 
people had negative views on after previous Fifa game releases. However, the 
developers have finally learnt from their mistakes and what we have now is 
an extremely playable football simulation rivalled by no other game. 

Currently we feel that Fifa '98: Road to World Cup is the best soccer 

game available on the PC. The demo will 
give you a two minute game between two 
of the biggest names in football: England 
(of course) and Italy (hmm). 

If you have a 3D graphics accelerator installed 
in your machine then you will be able to 
experience even better graphics. Even if you 
don't have one though, we're sure you'll agree, 
it's the most enjoyable soccer game on the PC. 


C 


Publisher; Electronic Arts 


Release; Out Now Platform; Windows 95 Controls; Mouse, Keys, Pad 


rifa: Road 


Ea 


sound card. 


Utilities 

More and more Windows 
'95 games now require 
DirectX, which is why 
we've stuck a version on 
the CD for anyone who 
hasn't already got it. 

To install it on to your 
PC, simply select the 
DirectX 5 sub-directory 
and then follow the 
on-screen instructions. 
There - couldn't be easier! 

CD Helpline 

The Ultimate CD is 
thoroughly tested for any 
faults and is in full 
working order before it is 
distributed. However, 
should you have any 
problems of any kind, you 
can ring our special 
Ultimate PC helpline 
between the hours of 
3pm and 6pm. The 
number to ring is: 

01425 674446 






Ultim@te Race Pro 


Publisher: Microprose Release; March Platform: Windows 95 Controls: Pad, Keys 


If you're a fan of tearing around tracks at amazing speeds, dangerously power-sliding 
around corners with the possibility of your car flipping over several times, then you may 
want to try out our playable demo of Microprose's Ultim@te Race Pro. The game was ‘ 

originally released with Power VR graphics accelerator cards, but now they've finally got 
around to putting together the full game. When the final version is launched it will 
boast 18 highly detailed tracks, a variety of different cars, various game modes and 
plenty more. 

The demo we have this issue allows you to race on the training track against 
computer opponents. However, if 
you have access to a Local Area 
Network then you may want to link 
up for a multiplayer game. Also, 
those owning 3DFX or Power VR 
cards will be able to change the 
graphics mode so that the visuals 
are improved - and boy do they 
look good. 

Try out the demo and see what 
you think. We're hoping that we'll 
be able to bring you the full 
Ultim@te Race Pro review next 
issue. Fingers crossed eh! 
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Battlezone 

Publisher; Activision Release: March Platform; Windows 95 Controls; N/A 


his month's big exclusive review, Battlezone is one of the most original 
games around. It blends intense first-person action with in-depth war-based 
strategy. Just think of Command & Conquer mixed with Quake II and you are 
getting pretty damn close. The game is set during the Cold War as the US and 
Soviets battle it out to search and develop alien metals which can be made into 
extremely powerful weapons. Their search takes them to the moon and beyond, 
and soon their developments take on a life of their own and a whole new set of 
missions need to be completed with a total shift in tactics. The game has plenty 
of excellent weapons to use including ones that send waves through the ground 
and grenade-like bombs. There are also loads of cool units to build and fly about 
in, from bombers to howitzers, not to mention your own well equipped tank. Your 
recycler turns scrap that is collected by scavengers into new machines and 
buildings, giving the game an important resource management angle. The 
missions are varied and include protecting transports to launch pads, destroying 
enemy bases and collecting alien relics. 

This game adds a whole new perspective on the 
Command and Conquer genre and will not be ignored 
when it is released. This demo give you an exclusive 
first look at the game. Though not playable, it does 
give an accurate representation of all the action and 
unit building that goes on in the game with graphics 
from the game rather than overblown intro FMV. With 
a large emphasis on Internet play the game could 
well become the new Quake in terms of online 
success. See you there. 


Eastern front 

Publisher; Empire Release; Out Now! Platform: Windows 95 Controls; Mouse, Keys 




luLle reviewed Eastern Front in Issue four and it appeared in the wake of some of the best tactical 
war games for ages; Sid MeieCs Gettysburg! and Close Combat 2 . This is a hex-based war game that 
imitates the traditional table top board game that most people will be aware of. It centres around 
the German invasion of Russia in 1941, the biggest ever tank battle ever mounted. This demo, once 
installed, lets you either view an automated demo by selecting Manual A/I for both sides when the 
A/I selection dialogue appears or battle against the computer in 
this historical re-enactment. To do this simply select Manual for 
the side you wish to play and Automatic for the computer. Most 
people play these games using the hex grid which makes it 
easier to work out exactly where your troops are positioned. The 
option can be found on the menu bar, press'm.' Basically players 
must select units by left clicking on a unit icon and moving 
them into commanding positions for 


assaults on the enemy. Check the 
information on the CD for more details. 
Pleasant shooting. 
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NHl ‘98 

Publisher: Electronic Arts Release: Out Now Piattorm: Windows 95 Controls: Keys, Pad 


Els well as a soccer game this month, Electronic Arts have also provided us with a playable demo of their 
latest hockey simulation, NHL '98. Issue three saw the review of the game, and it received 867o. Now you 

can get down to the fast and furious action for yourself by playing as the 
Detroit Red Wings against the Philadelphia Flyers. If you have a game pad 
then you can use that, or if not, get your fingers on the keyboard. Use the 
directional keys to move, X' to pass and select the nearest player, plus the 
most important button of all, 'Space' to shoot. As well as being able to 

grab the puck, skate along the ice and score, as a result of badly timed tackles, you can also find yourself brawling with 
opposing team members. Just press the space bar to throw a punch. Whether you win or lose though, you'll be sent to the 
sin bin. The full game has a choice of up to 40 professional teams, all of which have individual statistics and player listings. 




Test Drive 4 

Publisber: Electronic Arts Release: Out Now Platform: Windows 95 Controls: Keys, Pad 


A's Test Drive 4 was reviewed in issue five and received 89%. Now it's your chance to decide for 
yourself whether or not it's worth adding to your shopping list. 

The full version gives keen racers ten different fast cars, a wide range of tracks and 
multiplayer support over LAN, modem or serial cable. The demo on this month's CD 
will allow you to drive the new Dodge Viper on the Keswick roads of England. See if 
you can gain first place in this fast race. If you're a 
demon behind the wheel, then why not put 

the automatic gears away and go for manual instead? When you install the game, you can find 
it in an Accolade folder in the Program Files folder. Like most games these days, there's 3D 
accelerator support for extra special visuals. However, even without, it's still fast and furious. 



I-War 

Publisher: Ocean Release: Out Now Platform: Windows 95 Controls: Keys 

Bif you have been searching for a detailed space simulation 
game then Ocean's I-War (reviewed last issue, 88%) could be 
up your alley. The gameplay proved to be a major plus point 
when reviewed, and with the smart visuals and great 
atmosphere, it's well worth trying our playable demo out if 
you are keen to battle it out amongst the stars against enemies. As with most games like this one, 
it takes some time to get to grips with the controls (and there are several of them in the game). 

So instead of just diving on in, it's best to access the I-War readme file to discover what's what on 
the keyboard. Once you've done this and loaded the demo, you been will be chucked directly into 
the action, so be prepared for combat almost instantly. 



Football Masters ‘98 

Publisber: ESP Suftware Release: Out Nuw Platfnrm: Windows 95 Controls: Mouse 

fUMootball Masters '98 is the latest football management title. It has to 
compete with the likes Championship Manager 2 and Ultimate Soccer Manager 2 
which have both proved to be successful commercially. Football Masters '98 has 
many options to give players a wide range of management choices. Choose 

either the real player ratings or fantasy ratings - there are around 20,000 player stats and 2,000 team stats. 
All the club data and historical result scores are accurate right back to 1871. The demo gives you quite a 
comprehensive look at the game. You can choose from either English, Scottish or German leagues and manage 
any of the teams. Simply use the mouse to make all of your selections and watch your team fly to the top of 
the division. There are many cups to play in the game, but you will have to train up and sign as many good 
players as you can afford. Don't encourage idleness by giving them too many holidays either! 
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Jack Nicklaus 5 

Puitiisher: EA Release; Out Now Platform: Windows 95 Controls; Mouse 




his, the fifth 
installment in the Jack 
Nicklaus series, brings a 
new level of realism to 
playing golf on the PC. The 
game allows players to use 
either the traditional three 
point click swing, or 
alternatively the new 
innovative method by using 
mouse sweeps to replicate the force put into a swing. New features include 
five fresh courses, an upgraded course editor and improved 3D golfers. 

In this demo players may work through the first three holes at the Mount 
Juliet golf club. Controls can either be the keyboard (check the readme file) or 
with the mouse. When you are using the swing meter and the mouse (tends to 
be the easiest option) simply click on the golfer or hit Space to bring up the 
meter. Then click once to start 
it, click again to stop it at 
the power mark and finally 
click one last time at the 
accuracy point. Then the ball 
should be sent near enough 
where you want it to go. The 
right mouse button can also 
be used to bring up a bar to 
change the view points. 


Sid Meier’s 
Gettysborg! 

Publisher; EA Release; Out Now 
Platfnrm; Winduws 95 
Cnntrols; Keys, Mouse 





_I his is another of the few 

turn-based military games we have on our demo this month. Sid Meier has 
produced many great games over the past few years including Civilisation. 

This, his latest game, is based on the Battle of Gettysburg during the 
American Civil War. It recreates three days in this historical battle by using 
hex mapping for troop movements. Just like in Civil War Generals II, players 
can take the role of either the Confederate or Union armies. Either of these 
can be taken into three scenarios: First Contact - McPherson's Hill, Golden 
Opportunity - Will's Woods and Howard's Predicament - Barlow's Knoll. Not 
just these either, as there are also four tutorials to work through too. If you 
have a Net connection you can play online for one week, so don't expect to 

get much work done then. 

Again, like Civil War Generals II, 
the control system is quite simple; 
just use the mouse to select 
which units you wish to move and 
then the location you wish them 
to go to. The bar at the bottom of 
the screen gives you a few 
options for formations, etc, which 
you may find helpful, but work 
through the tutorials first. 















Catz II 


Publisher; Mindscape Release: Out New! 
Platform; Windows 95 Controls; Mouse 


his month our Multimedia 
section takes a look at a 
selection of different Cyberpets. 

And as well as a review of Catz 
II, we've also managed to get 
hold of a demo for you, showing 
how these cute creatures have changed since they last graced our computer 
monitors. So, after you've read our evaluation (see page 110), why not try 
out Catz II for yourself? 

Our demo will give you a chance to play with 
a selection of cute moggies, grab them by the 
scruff of the neck, tickle them, and generally 
make them feel good. There's also the chance to 
feed them milk or throw them a woolen ball for 
them to chase around. The controls are very 
simple to master - just 
use your mouse buttons to 
stroke, pick up items or 
grab them. 


lords of Magic 

Publisber; GOC Software Release; Out Now Platform; Windows 95 Controls: Keys and Mouse 

DIorcfs of Magic is a turn-based 
strategy game centred around a 
gigantic mystical world called 
Urak. An evil sorcerer called 
Balkoth rules this land and it is 
your job to get rid of him and his 
troublesome hordes. 

Players have an isometric view 
over the landscape and a tool bar 
at the bottom of the screen. This 
shows all the heroes, the amount of gold, crystals and even beer. The demo gives 
you a good insight into the mystical world with all its elves, dwarves, giants and 
dragons. You can choose to be either a Mage, Warrior or Thief in your battle 
against evil. To select a party of men, simply left click on it and then click again 
in the place you want them to move to. Your immediate goal is to find and 
conquer the great temple of the life-worshipping Elven. This will grant you a 
stronghold which you will then be 
able to build up your resources and 
ultimately create a stronger army. 

The demo is limited in size, 
meaning you won't be able to 
stray too far from the city. It will 
end after an encounter with one 
of the main evil characters, but 
you should get about twenty turns 
in before that happens. God speed 
to you in your quest. 
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Disclaimer 


Whilst every care is taken with the testing, production and installation of Ultimate CD, Rapide Publishing 
cannot accept any responsibility for loss or damage occurring during its use. We strongly advise that you 
have back-up copies of all your important files and applications before installing any new software. 






Civil War Generals II 

Publisher: CUG Software Release: April Platform: Windows 95 Controls: Mouse 


Uhis, the sequel to Grant Lee Sherman's Civil War, is a new turn-based game with improved 
landscapes, game mechanics and artificial intelligence for increased realism. One of the game's 
new exciting features is its level editor, 
which you will be able to get a taster of in 


this demo. This allows players to create 
their own original scenarios. However, this 
demo doesn't stop there. You can also go 
into the Bull Run which was the first battle 
in the Civil War against either the Union 
Army or the Confederate Army. You have 
troops at the ready with cannons, rifles and 
other weaponry to defend your side. To select a unit, right click the mouse button and then click on the left 
button to move. Once you've finished positioning your men, use the button on the bar at the bottom of the 
screen to end your turn. Even though there is only this one battle, there are about forty other battles in the 
full game. This demo gives you a good idea of what's to come. 


Frogger 

Publisher: Hasbro Release: Out Now Platform: Windows 95 Controls; Keyboard 

iJemember the classic Frogger? You know, the one when you had 
to jump across logs in order to get to the other side of the river? 

Well, Hasbro have taken the game, touched up the graphics, added 

the 3D element and released 
it again. 

The playable demo on offer 

this month will give you the chance to learn about what's been changed, and if 
you played the original, find out if it's as playable and fun. 

Before you load the game, you will first have to decide on the graphics settings. If 
you have a 3D accelerator card then the visuals can be enhanced by selecting the 
option from the menu. The controls are very simple. Just use the directional keys to 
move your cute green friend around. Watch out though - if you miss a log, you could 
find yourself drowning, which will result in the loss of a life, and you only have a few. 
Quick reactions are needed in this colourful demo, so fingers to the ready. Leap! 







Final liberation 

Publisher: Mindscape Release: Rot Now Platform; Wiodows 95 Controls; Mouse 


he hugely popular Warhammer board and figure strategy games give 
the turn-based strategy genre a refreshing feel. Turn-based games rely on 
comprehensive rules to abide by with each unit having their own strict 
moves, making the game feel more like chess than Command & Conquer 
All the units stay true to the original designs set out by SSI, which will 
please Warhammer fans, but there is much more to the game to attract 
new commanders. 

The demo allows you to try out the training mission, where you will 
battle face to face with enemy beings, both heavy tanks and troops. Ensure that your 
movements are well planned or suffer the consequences. To move your units through the 
demolished town, simply left click on one of your units and select the area you wish to 
move to. If your cursor fails to turn green then you are out of range. Once you see the 
enemy, attempt to blow them away. Each unit has limited turns, so don't waste them! 
Once you've finished your turn, click on the tick symbol at the bottom right of the screen 
to end it. Good luck. 
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If you’re after news on all the latest upcoming releases and want to know what’s 
going to he hot and what’s not, then you’ll find it at the Front Line 


EDITORIAL 


hristmas is over for another 
year and already we're seeing the 
hangover of the mad rush of 
festive releases with only twelve 
main reviews this month. The 
post-Christmas dry season has 
come to be expected, but this 
year the lack of software around 
seems more profound than ever. 
Still, whilst the quantity may be 
lacking, the quality is certainly 
not. This month we have reviews 
of Electronic Arts' Wing 
Commander Prophecy and 
Activision's Battlezone, both of 
which are stunning titles and 
come heartily recommended. 
Quality shines through in the 
previews we feature this month 
as well. Forsaken is showing 
enormous potential, as is 
Ultim@te Race Pro which boasts 
some stunning graphics with all 
sorts of visual trickery. Soldiers 
at War may not have the same 
graphical appeal, but it's shaping 
in to an impressive turn-based 
strategy game in a similar mould 
to Sirtech's Jagged Alliance. 

With all the votes cast for 
the Readers' Awards, this month 
we announce the winner of our 
poll. Who will be number one? 
Tomb Raider 11? Dungeon Keeper? 
Carmageddon? You'll have to turn 
to page 54 to find out! Following 
this we have a comprehensive 
round-up of this year's most 
promising titles - games which 
we reckon will feature 
prominently in next year's 
awards! Amongst those we take a 
very early look at are Daikatana, 
X-Files, Alien Resurrection and 
Championship Manager 3. 

As well as all this, this month 
we also have interviews with two 
key figures of the gaming 
industry, Louis Castle, co-founder 
of Westwood, and Dave Braben, 
famed for the classic game. Elite. 

For all those of you who're 
still struggling with Tomb Raider 
II, the second and final part to 
our solution holds up the rear of 
the magazine and completes this 
month's issue. JON 




based campaign with fifteen new locations. 
Once players have battled their way through 
these, they will then be able to take part in 
specially designed co-operative missions, 
which allow up to 32 human players to team 
up and take on the computer. As you'd 
expect. The Reckoning will also be the 
setting for the unveiling of a whole range of 
new weapons and monsters. Amongst the 
weapons on show for the first time will be a 
particle shotgun and a plasma accelerator. For 
fans of Quake II, this promises to be something they 
can't afford to miss. As with Rise of the Shadowhand, 
we'll find out soon enough with the pack expected to 
hit the shops in March. ■ 


Quake II Leads to 
Activision’s Expansion 


O ctivision have announced new expansion packs for 
both Dark Reign and Quake II. 

The Dark Reign pack, subtitled Rise of the 
Shadowhand, is to be released in March and is 
being developed internally by Activision. It 
will boast 18 new single player missions 
and the multiplayer mode will be given a 
boost thanks to a new co-operative option 
which will allow up to eight players to 
fight, or work together. With over a dozen 
new units as well. Rise of the 
Shadowhand should more than satisfy 
fans of the game. Bob Dewar, Senior 
Vice President of Activision, said of the 
new expansion pack, "With the addition 
of co-operative missions, deformable 
terrain, and eight-player Internet warfare. 

Dark Reign Expansion delivers an all-new level 
of strategy to the genre." We should find out 
soon enough if the pack delivers the goods as it's due 
for release in March. 

Subtitled The Reckoning, Activision's Quake II 
expansion pack offers players a new one player 
challenge, as well as enhanced multiplayer options. For 
the single player. The Reckoning will feature a mission- 
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Shaken Mot Stirred 

More details have been uncovered on MGM's forthcoming 
Bond game. It looks like the title will be based on 
Tomorrow Never Dies, continuing the story where the recent 
film left off. It's being developed by Black Ops, who are 
known for games such as Treasures of the Deep and Black 
Dawn. News has it that the game has been in production 
for roughly six months and will give players a variety of 
playing modes such as flying, driving and skiing. 


In Search nf Publisher 

New games developer. Rhino are currently seeking a 
publisher for their first game, which has a working title of 
Adventure of Horn Head. The game is said to be a mix 
between the Tomb Raider games and Resident Evil. Players 
are required to solve puzzles in order to find pages of a 
magical book which was destroyed after a gathering of 
rookie wizards. If you feel that you could help Rhino, then 
give Darren Turner a call on 0191 4822032. 


HMV Stnck Craphics 
and Snund Cards 

The popular music store HMV have decided to extend 
their PC stock by selling 3D graphics accelerators and 
sound cards. Supplied by various companies, some of 
which are UK based, the cards are on sale now and can 
be found in each of the 35 HMV stores in the country. 
This is great news for consumers. 




Redline 


3D racer-cum-third 
person shoot-'em-up. Set in a post- 
apocalyptic world, the game casts players as a rookie member of 
a violent street gang. The game objective for players is to 
become the leader of this gang, which they can achieve by 
defeating rival gang members in road and foot combat, 
completing various missions and developing their character. Set 
in a 3D environment (it will support all the major 3D graphics 
accelerators, including Rendition, Power VR and 3DFX), players 
will be able to drive up to ten unique vehicles with numerous 
different weapons. The game will allow players to get out of 
these vehicles and fight on foot. Taking on enemies on foot may 
not sound like a good idea, but weVe been assured players will 
have to learn both foot and road combat skills if they want to 
complete the game. With an impressive looking 3D game 
engine, LAN and Internet multiplayer options that supports up 
to 16 players and, of course, the 'bad guy' formula. Electronic 
Arts could be on to another winner with this intriguing title. 
With a release date pencilled in for May, we'll be endeavouring 
to find out more about the game soon. ■ 


A strange colour scheme they have with this title but it is a strange game so... 


O eing the bad guy has never been 
so popular, or profitable! 

Carmageddon, Grand Theft Auto and 
Dungeon Keeper all cast the player as Mr 
Nasty and all went on to chart considerable 
success at retail. Electronic Arts will be hoping that Redline (not 
to be confused with Ubisoft's Red Line Racer) will bring them 
the same level of success. Developed by Accolade, Redline is a 




Owners of Microsoft's Flight 
Simulator will soon be able to 
get hold of an add-on pack for 
the game which has been named 
747. As well as being developed 
by a former Lufthansa pilot, the 
product has also been endorsed 
by Lufthansa and is said to be 
the most realistic pack of its 
kind to date. It includes ten 
different versions of the Boeing 
747 jet, three more airports, 
true-to-life handling 
characteristics and exclusive 
Lufthansa video clips. There are 
also a massive 62 external views 
of other aircraft, a Flight Shop 
Converter and Internet links to 
many different airports. 747 will 
be available soon for £19.95. 


For MS Flight Simulator 98 


er! 


ans of 
Maxis' Sim City 
games will be able 
to enjoy the game in full 3D when Sim City 3000 is 
finally released later this year. The game will play the 
same way as the previous titles, with players having to 
build up a thriving metropolis by controlling all aspects 
of their city's development. What this new version 
offers is hundreds of new buildings, more detailed 
feedback from the city's inhabitants and 3D graphics 
that let players view their creation from wherever they 
like. The improved citizen feedback works in a similar 
way to that in Theme Hospital, with players able to 
click on each of the inhabitants in their city and find 
out exactly what they think of the place. Detailed'mini- 
simulators also allow players to have far greater control 
over the running of their city's services. ■ 
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No More Space Qoest 

Space Quest fans are fuming this month as Sierra have 
decided not to release the latest game in the long running 
series. 1985 saw the start of the Space Quest, but the 
developers feel that different projects have more to offer 
both to the company and its customers. 

Two dedicated Space Quest enthusiasts were so furious 
that they've dedded to launch a Web site to try and 
persuade the creators to change their minds. 


Comic Capers 

BMG go all multi media on us with You Don't Know 
Jack. British comedian Jack Cake has come up trumps 
as the host of this quiz show party game on convenient 
CD Rom. Cake is best known for his Whipping Post act 
during the eighties. Being the first of its kind, this 
trivia could set a trend with its accessible gameplay 
and jovial humour -- we could even see a karaoke CD 
Rom at some stage! 


Come Fly With Me 

Project Two are getting to grips with their self published 
arcade style flight simulation. Aerial Combat 1918 looks 
like it could follow in the wake of games such as Red 
Baron, but aims more for arcade exdtement, and surely 
with it, arcade simplidty - espedally with the controls 
one hopes. Some people enjoy sifting through biblical 
sized manuals before playing games, but don't expect too 
much of that here. 


pnMiMi! cnnii 


niiiiihiiT'iiiiJim 

If you have enjoyed Gremlin 
Interactive's previous range of ^ 
Actua Sports games and are 
partial to a bit of ice hockey now 
and again, then you will be glad 
to hear that the company are 
soon to bring Actua Ice Hockey to 
the PC. 

Set to be ready for the year's 
Winter Olympics, Actua Ice 
Hockey will be the first to use 
full motion-capture technology, 
the first system of its kind in 
Europe, and the most advanced in 
the world. It has also made use 
of a brand spanking new engine 
which has been developed for the 
company's tennis game and is an 
improvement on the version 
unveiled in Actua Soccer 2. 

Professional technical advice 



It’s Dnreal-ly Here! 


U t's been a Long time in coming, but GT Interactive's 
Unreal is finally nearing completion. Quake II is 
currently the yardstick by which all other 3D shoot-'em-ups are 
judged, but Epic Megagames, the development team behind 
Unreal, will no doubt be looking to set a few benchmarks of 
their own when the game is released next month. As you'd 
expect. Unreal will have all the obligatory multiplayer options, 
including Internet, direct modem-to-modem and network, plus 
a challenging single player game as well. 

Even from the unfinished code we've seen. Unreal, with its 
superb Lighting effects, countless intelligent monsters, cleverly 


designed levels and awesome arsenal of weapons could be the 
game to knock Quake II of its cosy little perch. The delay in 
the game's release can not have done it much good though, 
especially as it missed Christmas, which is the busiest time of 
the year for computer game sales. GT Interactive have put the 
delay down to fine-tuning and tweaking of the AI. ■ 





is being provided by the Sheffield 
Steelers, winners of the British 
Championship play-offs. This was 
after they were motion-captured 
for the game. 

From the crowd noises to 
commentary, cheerleader chants 
(eh-op!), and players hitting each 
other, realism is a major factor of 
the game and those owning 3D 
accelerator cards will be able to 
experience the graphics to an 
even higher level. 


Half Life 

cue Software 


s with Sin, Half 
Life uses an 

enhanced version of the 
Quake engine which has 
allowed for improved 
monster AI and some fancy Lighting. Not that the game's 
breakneck pace will leave players with much time to admire 
such things! The game's plot is centred around the invasion 
of a military base by a race of aliens intent on taking over 
the world for themselves. It's not hard to imagine what's 
supposed to happen next! Wading in with an impressive 
array of weaponry, players must stop the aliens dead in 
their tracks. ■ 


Alien Hesurrection 


Fox Interactive 


he smash-hit Hollywood film starring Sigourney Weaver and Winona 
Ryder is currently bowling over moviegoers up and down the 
country, and Fox Interactive's game promises to do much the same to games 
players when it is released later 


this year. Not much has been 
divulged by Fox about the content 
of the game, but it is known that the 
game will centre around the film's 
stars (whose voices have been used for 
the game's audio) and it takes part within 
a 3D environment that's been designed 
from sets straight out of the movie. Timed 
to coincide with the movie's release on 
video. Alien Resurrection promises to be the 
best Alien title yet to be released. ■ 


This, is the fourth in the series of Aliens films, ami it’s not had either 


oest A 
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One on One 

To follow Alien Resurrection later this year. Fox Interactive 
have announced that they will be releasing another Alien 
game, Alien Vs Predator. The game is said to be based on 
the Jaguar console which was also created by Rebellion. As 
you would expect, the gameplay will revolve heavily 
around combat, and gamers will be able to play as either a 
human colonist, alien or predator. Each has its own skills 
and weapons, so it should provide some fun. 

Animal Magic 

Another good looking game for the latter part of the 
year is Virgin's The Art Of Magic. Mythos, the 
developers of the X-Com series, are the men behind the 
game. This is not another sci-fi war game, but more of 
a retreat to their older days of fantasy gaming. There 
are three realms within the game, Greek, Celtic and 
Medieval, each of which can be explored by the 
fledgling apprentice armed with a staff. 

Ice Ice Baby 

Snowboarding seems to be pretty popular both on the 
piste and on the consoles recently. Eidos, never shy of 
a new idea or two, have been working on a title to 
capitalise on this interest called Chill. Planned for the 
second quarter of this year, the summer not being the 
best time to release a winter game, but hey, the game 
is said to be a racing game with all the freedom of 
the slopes. 


World Cup 98 

It was only a month ago that 
EA Sports released Fifa: Road 
to World Cup, and already they 
are preparing to kick another 
new football game onto the 





shelves, which will also be 


based around the big event 
later on in the year. 

As well as each of the 
teams, groups and kits from 
the tournament, commentary 
from Gary Lineker, Chris 
Waddle, Kenneth Wolstenholme, 
John Motson and Des Lynam 
have been implemented, 
helping to make things even 
more realistic. Another of the 
exciting features is match play 
between classic teams. So, if 
you've always wanted to 
recreate World Cup finals such 
as England in 1966, Brazil in 
1970 or Germany in 1990, then 
the Classic Team Mode option 
should be one to look out for. 

Players in the game also 
have also been given their 
trademark moves - they will 
also react differently to 


Somelhing Big for 
the foture 


ot only are Westwood working on Tiberion Sun at the 
moment, but they also have a few men Locked away 
in a high security cell beavering away on a game called 
Command & Conquer: Commando. This isn't going to be 
another real-time wargame though, instead it's reportedly 
going to be a 3D 3rd person perspective action adventurer. 

The main character in the game is called Tanya - 
anyone familiar with Command and Conquer: Red Alert will 
recognise her manly tones and hard fighting ways. The aim 
at the moment is to make the game similar to Tomb Raider 
in the way players Look over the characters' shoulders. The 
rest of the game remains true to the C <S C style with 
missions and weapons, but without the commanding 
elements. You will be able to interact with everything that 
is going on such as driving vehicles, going into buildings, 
setting charges and basically getting in on the action. 



This seems like quite a big swing away from their usual 
style for this series, but then again, they are known for 
innovation so they may well come up with something 
revolutionary - especially as Westwood don't plan to release 
the game until 1999, so there may well be some changes 
during that time. Before then though we have Tibenan Sun to 
look forward to from Westwood, which is said to be along the 
Lines of Battlezone. And if you don't know what that's like 
then have a look at the review in this issue for an idea. ■ 



different weather conditions 


and when a goal is scored. 


celebrate like you've never 
seen before - piggybacks and 
high fives to name just a 
couple. World Cup 98 is due for 
release in May. 







BMG’s Spearhead promises to deliver top 
graphics and an accurate simulation 


Tanks a Bunch 

rn I ■ release a new tank 

simulation in the next couple of 
months called Spearhead. This will tie in 
nicely with their first-person military series 
called Spedal Ops that is due to follow on 
some time after. Spearhead is Looking to be 
a Little Less of an arcade blaster than BMG's 
Mass destruction, more along the lines of 
Novalogic's Armored Fist games. Developed 
by Zombie Software, the game will feature 
real world physics to give explosions that 
little bit extra perzazz, and realistic tank 


controls - though don't expect to be able 
to use two joysticks. They are also planning 
to provide their own server for the game - 
so it looks good for the multiplayer gamers 
out there. As you can see from the 
screenshots, the game has a high level of 
detail. Not just with the Landscapes, but 
also detail in the machinery and control 
systems. Zombie have been working with 
probably the most knowledgeable people on 
the subject, the US army, to achieve as 
realistic a sim as possible. We shall have to 
wait before we see the results of all this 
effort, but it looks Like Novalogic and 
Interactive Magic won't have a duopoly on 
military operations for much Longer. ■ 
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What a Nightmare 

Nightmare Creatures is a new Tomb Raider-esque beat- 
'em-up that is set to be released in America about now 
through publishers Activision. Unfortunately we won't 
get to see it on the shelves over here for at least a year 
because Sony have bought the rights to the UK 
publishing and are only putting it out for the 
PlayStation this year. It's a bit of a shame, as from what 
we have seen of the American version, it's damn good. 


ro the Back of the Queue 

Pool will never be the same after Archer Maclean 
gets his mits on it. He is currently working on a 
game called simply Q and will incorporate a whole 
range of cue-based games such as snooker, pool and 
billiards, no doubt. There is not that much else 
know about this title as yet, other than its 3DFX 
support, which should please a few people, and its 
ETA of the end of the year. 


Back to the Future 

Hookstone have been working on a remake of the original 
Sentinel for release in the summer. The original was 
created by Sir Geoff Crammond and was a tremendous 
action game full of teasing puzzles and expansive levels. 
Though the game is said not to have been messed about 
with too much, you can expect it too look a dam sight 
prettier, with more variety and a soundtrack by John 
Carpenter - expect some real cinematic soundscapes. 



Talonsoft in a Rage 

n s developers Talonsoft are departing 
from their traditional turn-based 
game plan and turning their attention (just 
like everyone else) to the real-time war 
game genre for their next release. Tribal 
Rage. Set in the not-too-distant future, on 
an Earth that has been ravaged by years of 
endless war, famine and drought, the last 
few remaining human survivors are forced to 
group together in tribes as they scour the 
land for what little resources remain. 

It's a Mad Max-style all-against-all affair, 
with the six different tribes in the game 
fighting each other for whatever 
commodities they can lay their hands on. 
Each of these six tribes (Enforcers, Bikers, 
Amazons, Cyborgs, Death Cultists and Trailer 
Trash) will boast its own unique attributes 
and players will be able to select to play as 
any of them. As well as offering a single 
player campaign that's completely different 
with each new game, Tribal Rage will also 
field a number of scenarios for one to six 
players which can be fought out over the 



Internet, a LAN, or via a direct modem-to- 
modem link-up. 

Once finished. Tribal Rage will also boast a 
unique scenario and tribe editor which will 
allow players to create their own games with 
their own units. With such an option, plus the 
diverse campaign game, this promises to be an 
entertaining title with lots of replayability. 
Saying that, the real-time C&C genre has 
progressed a long way in the last couple of 
month's what with the release of Upnsing and 
Battlezone. With this in mind, Tribal Rage will 
have to be something quite special if it's to 
make a lasting impression. ■ 




TalonsofTs Tribal Rage employs a 3D isometric view, affordiog players a clear view of the battiegrouod aod their uoits 





Games 


Each month, thanks to GamePlay, one Ultimate PC 
subscriber will win the top five PC games. 

I Tomb Raider II 

I Eidos 


Fifa: Road to World Cup '98 

EA Sports 

Quake II 

Activision 

Championship Manager 97/98 
Eidos 

Microsoft Flight Simulator '98 

Microsoft 

^ Grand Theft Auto DMA 

Worms 2 Team 17 

TOCA Touring Car Championship Codemasters 

Blade Runner ‘ Virgin 

Age of Empires Microsoft 

Command & Conquer: Red Alert Virgin 

Monopoly Hasbro 

The Curse of Monkey Island LucasArts 

Encarta 98 Deluxe Microsoft 

F22 Air Dominance Fighter Ocean 

Star Wars Monopoly Hasbro 

Riven Red Orb 

International Rally Championship Europress 

Formula 1 Grand Prix 2 Microprose 

Doom Trilogy One Stop 


. TiisiiiiRth'sTgd 
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To mark the success of Ubisoft's recently released FI Racing Simulation (UPC4 
~ 87%), we've teamed up with the company to give away three software 
bundles and a collection of Formula 1 paraphernalia. Three lucky winners will 
each receive a copy of FI Racing Simulation, Rayman Gold and Sub Culture as 
well as a unique, limited edition Formula 1 polo shirt and a collector's model 
of a Williams/Renault Formula 1 racing car. All you have to do to be in with a 
chance of winning is answer the questions below and send them back to: Ubi 
Sorted! Ultimate PC, Rapide Publishing, 1 Roman Court, 48 New North Road, 
Exeter, EX4 4EP. 


Q) Which Canadian won last year's Formula 1 Driver's Championship? 


Q) Which team won the Formula 1 Constructor's Championship for 1997? 


Normal Rapide rules apply and entries from Bernie Ecclestone will be accepted, but 
only if accompanied by cheques for £1 million. 


f1 RsBing Simlatioa, one of the best lookers on the circoit 



B4i.ANCES£ POWER 


If your copy of X-Wing Vs Tie 
Fighter has found its way to 
the back of the games 
cupboard, then it's time to 
reach in and bring it back out 
as LucasArts are soon to excite 
owners of the game with a new 
expansion disc. 

New single and multiplayer 
missions have been developed, 
all combined into story-driven 
campaigns, as the Rebel 
Alliance sets out to gain new 
allies in the struggle against 
the Galactic Empire. Plus, Star 
Wars enthusiasts can pilot a 
new B-wing starfighter and 
also attempt to destroy a 
super star destroyer. 


/^wniiriS^ 


Winter Sports 


simultaneous competition if it proves possible. 
Considering there are no other top class skiing games 
about at the moment, this should really clean up when 
released. Especially if is as realistic as those stand up 
arcade beasts. ■ 






No sponsors linked to the game, so add your own 


n 

ierra Sports add another game to their prolific 
roster with Sierra Sports: Skiing. 

The game is set to be a fast and furious downhill ski 
simulation with the emphasis on competitive 
tournament racing. The game will include Downhill, 
Slalom and Giant Slalom races for players to take part 
in. There will be cup to compete in where players will 
be able to tally their scores to then compete in the 
Sierra Cup finals 

All the courses have been modelled in true 3D with 
many features to boost the excitement such as rocks, 
trees and barriers, not to mention the screaming fans. 
The weather conditions will be able to be changed as a 
type of difficulty option. All the ski runs have been 
modelled from maps of real resorts in the US so you can 
expect photo realistic quality. They are currently 
working on how best to arrange the multiplayer 
options. At the moment they are thinking 
of sticking to racing at separate times, 
but that may change to 
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NAGANO 

19 9 8 

QS^ 


©1993 NAOC TM 


Your dream can come true 
in the vast Nagano arenas 
of Aqua Wing and Big Hat 
with Actua Ice Hockey, an 
Official Licensed Product 
of the 1998 Olympic 
Winter Games. 


Play any of the top international sides in your quest for 
Oiympic giory- Every squad contains players from the 
world’s top professional leagues. 

Leading professionais provide the awesome player 
movement and reaction on the ice whiie stunning live 
commentary and wiid crowd interaction help to bring 
the unique atmosphere to Sony PiayStation and 
PC CD-ROM. 




NAGANO 



Actua® is a registered trademark of Gremlin Interactive Ltd. ©1997 Gremlin Interactive Ltd. All rights reserved. ©1993 NAOC". “National Hockey League Players’ Association, NHLPA and the NHLPA logo are trademarks of the NHLPA and are used, under licence, by Gremlin 
Interactive Limited. © NHLPA. Officially licensed product of the NHLPA.” Ail other trademarks are properties of their respective owners. Gremlin Interactive Ltd, The Green House, 33 Bowden Street, Sheffield SI 4HA. Tel: +44 (114) 279 9020 Fax: +44 (114) 273 8601. 




























NEWS 


Apology 

Our apologies go out to SCI this month, after a balls 
up with the Carmageddon Splat Pack review in last 
month's Budget section. The more astute amongst you 
will have noted that we wrongly quoted Activision as 
the developer. To make matters worse, we scored the 
Splat Pack at three out of five, but the real score was 
four. Once again, our apologies to SCI and we'll try our 
damndest to make sure it doesn't happen again! 


Balance of Power 

With a new starfighter, extra campaigns (which are 
more plot-driven) and some superb cut-scenes, 
Lucasarts X-Wing vs TIE Fighter expansion pack. 

Balance of Power, has plenty to offer fans of the game. 
3D hardware support has also been added so that 
players can get the most from the game's stunning 
graphics. If you want to know more, check out the 
Lucasarts web site at www.lucasarts.com 


Ed Hooter 

Synthetic Dimensions, responsible for the recently released 
Perfect Assassin game, are nearing completion on their 
next project, Ed Hunter. A 3D shoot-'em-up, the game is 
based on Iron Maiden's Eddie character and will feature 
locations based on the artwork from the rocker's bizarre 
album covers. With the rock band fully behind the game, 

Ed Hunter will feature some of the band's music, which is 
sure to raise the adrenaline level. 



SEGAToiigj||G^Ghainjjpns 


Last year. Codemasters' TOCA 
Touring Car Championship was 
a big hit on both PC and 
PlayStation, and since SEGA 
rally game conversions have 
done pretty well, they are 
now planning to bring their 
Touring Car to the PC. It is 
said to be a direct port from 
the arcade version with all 
the excitement and split 
screen action found therein. 
It's not certain exactly when 
it will reach the shelves - 
probably by May, but don't 
bank on it. They still have to 
get the boxes down to a 
manageable size. 


Sega Taoring Car Cbaaigionshig has a lot to live up to 
what with the likes of TOCA Toering Car Cbampionsliig 


COMPETITION WINNERS 



G-Police Watch 
Robert Stanley, Oldham 


Congratulations to those 
who managed to win 
competitions in issue 
three of UinMATE PC. 


Pentium PC 
Colin Buss, 
Kent. 


VRFl X- 

Cellerator 

Steering 

Wheel 

K. Tate, 

Taunton. 


J . ! I I .1 til 41.. I ..1 - 
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FIFA; ROAD TO WORFD COP OR 


Electronic Arts 
Out Now 


I f you are in any way interested in football, even if it is just a bit of this year's World Cup fever, then here is a 

■ great game that you would be foolish to miss. Last issue we gave the game 91%, and we still think it is a top 

game. As a football simulation this is serious stuff - smooth gameplay coupled with detailed graphics, gorgeous lighting 
effects and a whole bunch of great features. The game is based on the qualifying process of the World Cup and thus includes 
all the major world teams for you to play, all in their correct groupings. With a World Cup version to follow in the coming 
months, you could have everything you need to support the competition. 


SUR CfllTURE 


ubi Son 
Out now 


I hink of a yellow submarine and you think of the Beatles. Well not for long. Sub Culture is a great submarine simulation 
that incorporates a watery world full of wildlife with complex missions and battles with pirate vessels. There are plenty of 
upgrades available for your sub which can be bought by collecting and selling thorium ore. There is much to explore in this 
underwater world, though don't expect everything to be normal. Players are minute and everything looks huge compared to your 
craft with cans and cigarette butts littered about. With great graphics and a good engine, this game is certainly a must buy. 


I WAR 

Ocean 
Out Now 


f light simulations nowadays are looking so realistic, they seem to be attracting more and more gamers. Gone are the 
days of polygon spaceships, I War is a visual feast with gameplay to match. The ships are really well rendered and 
the cockpits all nicely laid out. This simulation is probably one of the best for the PC with varied missions and stomach 
churning battles. Players man a huge Dreadnought class corvette, which is about 150 metres long with the handling to match. 
This game deserves to be as big as Colony Wars was on the PlayStation. 
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PRICE! CHOICE! QUAUTY! SERVICE! 


THESE HAVE MADE US ONE OF THE LARGEST SUPPLIERS 
OF COMPUTER SOFTWARE IN THE COUNTRY TODAY!! 


Lucas arts archives ■ Indiana jones fate of atuntis, sam n max, day 

OF THE TENTAOE, REBEL ASSUAIT SPECIAL EDITION, STAR WARS SaEEN SAVER 
PIUS DEMOS OF FULL THROHIE, DARK FORCES, REBa ASSAULT 2, THE DIG AND TIE 
FIGHTER COLLEaORS CD. AU THIS FOR JUST £28.99 


3D Ultra Pinbau 3.. 




.£28.99 


7th Legion. 

.£28.99 

Actua Golf 2. 

.£25.99 

Actua Soccer 2. 

.£25.99 

Anp of Fmpibf^. 

.£33.99 

AH64-D Longbow Gold. 

.£19.99 

AH64-D Longbow 2. 

.£28.99 

Amiga Emulator CD (-i-100s of Amiga games). 

Atianti<;. 

.£14.99 

.£28.99 


Atomic Bomberman. 

Baku Baku Animal. 

Battlecruiser 3000AD. 

Battleground Shiloh/Gettysburg/Ardennbs... 
Battleground Waterloo/Antietam/Napoleon i 

Battle Isle 4 - Incubation. 

Battles OF Alexander. 

Beasts & Bumpkins. 

Betrayal 2. 


Blade Runner. 

Bridge Master Classic with Omar Sharif 

Broken Sword 2. 

Bust A Move 2. 

Carmageddon. 

Carmageddon SPLAT! Pack 

Cart Preqsion Racing (Microsoft). 

Cat2 2. 

Championship Manager '97/'98.............. 

Chasm - The Rift. 

Chessmaster 5500 


.£17.99 

.£16.99 

.£9.99 

.£19.99 

j Russia ...£25.99 
..£21.99 
..£25.99 
..£27.99 
..£26.99 


.£28.99 

.£29.99 

.£28.99 

.£16.99 

..£26.99 

..£13.99 

..£33.99 

..£16.99 

_£17.99 

.£19.99 

.£26.99 


Civilisation 2 Collection - Civilisation 2, Conflicts in 
Civilisation, Fantastic Worlds & players guide... £29.99 


Civiusation 2. 

Close Combat 2: A Bridge Too Far. 

Combat Chess. 

.£32.99 

.£24.99 

COMMANCHE 3.0 (NOVALOGIC). 

.£29.99 

Command L Conquer. 


Command & Conouer Red Alert Collectors Edition£27.99 

Quench; 1000 extra levels for Red Aiert . 

.£9.99 

Counterstrike - official Red Alert Data Disk. 

.£12.99 

Aftermath - official Red Alert Data Disk. 

. £12.99 

Covert Operations - official C&C Data Disk .... 

.£12.99 

Conquest Earth. 

.£27.99 

Constructor. 

.£27.99 

Crusader: No Regrets. 

.£19.99 

Dark Colony . 

.£24.99 

Dark Earth. 

.£29.99 


_£28.99 

Dark Reign. 

.£26.99 


Diablo.., 


...£27.99 


Diablo Hellfire: Official Data Disk.£12.99 

Diablo; The Green Portal Toolkit & Cheat PAa.£16.99 

Die Hard Trilogy.£28.99 

Dogz2.£16.99 

Doom 2 + Ultimate Doom + 3000 extra levels!!.£15.99 

Dungeon Keeper.£28.99 

Deeper Dungeons Data Disk for Dungeon Keeper .£13.99 

EA Cricket '97; Ashes Tour .£24.99 

EA Compilation - Ultima 7, Ultima Underworld, 

Populous 2, Space Hulk, Mahjong and 4 others...£ 19.99 
Extreme Assault.£21.99 


Extreme Power Pack 2 - Tomb Raider, Z, FIFA '97 .£31.99 

FI Racing Sim (Ubisof).£27.99 

FI 6 Fighting Falcon.£25.99 

F22 Raptor A.D.F(TFX3).£27.99 

FA-18 Hornet.£24.99 

Feeble Files.£25.99 

FIFA Road to the World Cup '98.£28.99 

Fifa Soccer Manager.£26.99 

Fighters Anthology.£28.99 

Fighting Force.£27.99 

Flying Corps Gold.£20.99 

Forgotten Realms Archive: Eye of Beholder 1,2, & 3, 

Dungeon Hack, Pool of Radiance, etc, etc.£23.99 

Formula 1 (Psygnosis) Win '95 & D3D/3DFX.£31.99 

Fragile ALLfGiANQ.£14.99 

Gene Wars.£15.99 

G-Nome.£10.99 

G PoucE.£29.99 

Goosebumps.£32.99 

Goosebumps - Attack of the Mutant.£25.99 

Grand Prix 2.£19.99 

Grand Prix 2 + Grand Prix Manager 2.£29.99 

Grand Prix Manager 2.£12.99 

Track Pack for Grand Prix 2.£14.99 

Hardcore 4X4.£24.99 

Hardwar.£24.99 

Heavy Gear.£28.99 

Heroes of Might & Magic 2.£26.99 

Heroes of Might & Magic 6 .£28.99 

Heroes of Might & Magic 2 Data Disk.£14.99 

Hexen2.£27.99 


Holiday Island.£16.99 

Ian Botham Cricket. £19.99 

iF22 Raptor. £26.99 

Ignition.£20.99 

iMlA2 Abrams. £22.99 

Imperium Galactica.£25.99 

Interstate 76.£27.99 

I War.£27.99 


Jo Guest Love Bytes. £16.99 

Jonah Lomu Rugby...£19.99 


Jurassic Park 2; Lost Worlds .£16.99 

Kings Quest Collegion 1 -6.£15.99 

Lands of Lore 2.£27.99 

Lego Island .£21.99 

Lbsure Slit Urry 7.£25.99 

Lighthouse .£19.99 

Links LS'98.£27.99 

Little Big Adventure 2.£28.99 

Lords of the Realm 2 Royal Edition .£25.99 

Lords of the Realms 2 Data Disk.£9.99 

AAagic the Gathering & Spells of Ancients data disk ..£29.99 

Magic the Gathering.£21.99 

ManxTT.£29.99 

Masters OF Orion 2.£24.99 

MDK.£17.99 


0 

0 


SALES LINES OPEN: 

MON-FRI 9am - 8pm 
SATURDAY 10am - 7pm 
SUNDAY 10am-4pm 


NO QVIB8I£ EXCfMMGf POUCY IF YOU 

ARE UNHAPPY WITH YOUR PURCHASE FOR 
ANY REASON, SIMPLY RETURN THE ITEM IN 
PERFEa COhlDinON WITHIN 48 HOURS OF 
REC0PT BY RECORDED DELIVERY AND 
SUBJEaTO AFEE (10% OR MINIMUM £4), 
WE WILL SWAP IT FOR ANOTHER ITEM.nH(S 
OFFER APPUES ONLY TO ITEMS USTED IN 
OUR MOST CURRENT ADVERTS. WE RESERVE 
THE RIGHT TO REFUSE EXCHANGE IF THE 
ITEM IS NOT RECEIVED BACK IN PERFEa 

CONDinONl. STATUATORYRIGHlSNOTAFrECIFD 


EVERY TIME YOU PUCE M ORDER VE NHL INCIODE A 

IE! TH ‘ ...... ' 


cane! there is a UNIT OF ONE FREE GIFT PER WEEK BUT NO 
MINIMUM ORDER VALUE TO QUALIFY. SECONDLY, YOU WILL ALSO 
RECEIVE OUR LATEST CATALOGUE PACKED WITH MORE OFFERS! 
flSASERBVIB^TOAZPORyaJRBgSOFTW/UCWHBVORD^^ 


Microsoft FughtSim '98 *** NEW *** . 

Microsoft Southern Caufornm Data Disk for F 56 .£ 23.99 

Scenery Disk 6.0 - England & Waifs/Hong Kong. ....£17.99 

Flight Sim 5.1 Tower ... .£39.99 

Fught Sm F5FX V2 - Contains extra planer scenery, sounds 
etc for FS5 .1 & F56 /requires fught shop) .£28.99 

Boeing/Business Jets/Airbus/Great Airunes. each £22.99 

Real Air Traffic Control.£30.99 

Flying Ciassig: everything from a Sopwith to Concorde!. £ 17.99 

- 


Aech Warrior 2 & expansion hack, 

Megapak 8 - Master of Orion 2, Sim City 2000, Screamer 2, 
Broken Sword, Jagged Auiance 2, iMlA2, Atari Greatest Hits, 

Return to Zork, Jack Nicklaus 4. £29.99 

Men In Black.??7.99 


Micro Machines 3... 


Microsoft Golf V3... 


.£25.99 

...£13.99 


Microsoft Return of Arcade (Win '95 only).£17.99 

Monkey Island 3.£28.99 

Moto Racer.£28.99 

Muppet's Treasure Island.£9.99 

Myst.£17.99 

NASCAR 2.£19.99 


NBALve'98.£28.99 

Need for Speed 2 Special Edition.£28.99 

Network Q Rally & X Miles Data Disk.£20.99 

NFL Madden '98.£28.99 

NHL Hockey '98.£28.99 

Nuclear Strike.£28.99 


Oasis/Blur/INXS/Pouce/U2 Interactive.each £22.99 

Oddworld: Abe's Oddysee .£24.99 

Outlaws .£27.99 

Outpost 2.£27.99 


Pacific General.£26.99 

Pandora Direqive.£19.99 

Panzer General 2.£26.99 

PGA Tour Golf Pro. £27.99 

Phantasmagoria 2.£22.99 

Pinbau '97.£12.99 

POD Gold. £17.99 


Police Quest Collection 1-4. 

Police Quest SWAT 2... 

Populous 3: the Third Coming. 

POSTAL. 

Premier Manager '97. 

Puzzu Bobble. 

QUAKE. 

QUAKE 2.£28.99 

Q! Zone - 100s Of extra levels for Quake ..£12.99 

Shrak (extra levels for Quake) . ,.£14.99 

RaymanGold . ,.£13.99 

Realms of the Haunting. ..£15.99 

Red Baron 2.£25.99 


£21.99 

£25.99 

.£28.99 

..£25.99 

..£24.99 

..£17.99 

.£12.99 


Redneck Rampage.£22.99 

Resident Evil.£24.99 

Riven.£29.99 

Sampras Extreme Tennis.£19.99 


0 


0 


ORDER WITH CONFIDENCE FROM ONE 
OF THE LARGEST DISTRIBUTORS IN THE 
COUNTRY! OVER 700,000 SOFTWARE ITEMS 
SUPPLIED SO FAR AND YOU WILL BE SAFE 
KNOWING THAT YOUR CREDIT CARD WILL 
NOT BE DEBITED UNTIL DESPATCH! 


WE PROVIDE ONE OF THE FASTEST 
DELIVERY SERVICES AROUND, 2-3 
WORKING DAYS MAX ON STOCK ITEMS. 
(PLEASE ALLOW 8 DAYS FOR CLEARANCE IF 
SENDING A CHEQUE) 


0 


rsr ciASS oeuveky free of 

CHARGE JO U.K. MAINLAND. NEXT DAY 
DELIVERY FROM £4. PLEASE ORDER 

CCCODC 'iOKA TO CMCI IDC nCCOATri-J 


PRICES INCLUDE VAT 


HOME & REPERENCE 


MICROSOFT SPECIAL OFFERS 



3D Movie Maker Nickeiodeon/Standard£49.99 ... 

Ancient Ulnds.£29.99 ... 

Autoroute'98.£59.99... 

Bookshelf'96.£49.99... 

CiNEMANiA '97 .£49.99.. 


Creative Writer & Fine Artist.£59.99 

Dangerous Creatures.£29.99... 

Encarta World Atlas '98.£49.99 . 

Encarta '98 Standard.£49.99... 

Encarta '98 Deluxe.£79.99... 

Greetings Workshop 2.£29.99.. 

Money'98.£29.99.. 

Office'95 Standard V7.£199.99.. 

Office'95 Pro V7.£299.99 

Ofhce Pro '97 Win '95.£499.99... 

Pius FOR Kids.£19.99 .. 

Publisher'97 (Win '95).£99.99.. 

Publisher V2 (Win 3.1).£99.99 .. 

Windows '95 Upgrade.£99.99... 

Wine Guide.£49.99... 

WorksV4 +Money '97.£79.99.. 

World of Fught.£29.99... 


OFFER 
£32.99 
£24.99 
£50.99 

.£39.99 

. £18.99 

£28.99 

. £10.99 

£39.99 

.£38.99 

.£62.99 

£24.99 

.£24.99 

£69.99 

£129.99 

. £199.99 

.£17.99 

. £84.99 

£29.99 

. £44.99 

. £10.99 

£32.99 
.£14.99 



-‘^£22.99 ^ £28.99_c ^£28.99j: 

101 Dalmations Storybook/Print Centre.£30.99/£28.99 

Aladdin AcnviTY Centre. £19.99 

Hercules Animated Storybook ... £30.99 

Hunchback of Notre Dame/Pocahontas Storybook.each £30.99 

Lion King Animated Storybook.. £28.99 

Lon King Activity Centre. £30.99 

Magic Artist..£32.?? 


Timon & Pumbaas Jungle Games..., 


Toy Story Animated Storybook/Winnie the Pooh. 


....£31.99 


.EACH £30.99 


DORLING KINDERSLEY 


Corel Draw 4.£19.99 

Family Tree Maker (Europress).£16.99 

Hutchinson's Encyclopaedia '98.£29.99 

Infopedia UK.£12.99 

Kai's Power Goo.£29.99 

Mavis Teaches Typing V4.£24.99 

Ordnance Survey Map of Great Britain.£16.99 

Oxford Interactive Encyclopaedia.£19.99 

Partition Magic V3.£42.99 

Redshift 2.£24.99 

World Atlas V6.£12.99 




3D Skeleton. £20.99 

Aaaazing Animals Activity Centre. £20.99 

BMA Family Health Guide £25.99 

Castle Explorer.. £20.99 

Children's Encyclopaedia £25.99 

Childrens Multimedia Dictionary £20.99 

Chronicle Encyclopaedia of History. £20.99 

Chronicle of 20th Century £25.99 

Encyclopedia of Nature 2 £25.99 

Encyclopedia of Soence + Nature + History. £24.99 

Encyclopedia of Science 2 £25.99 

Encyclopedia op Space & Universe. £25.99 

History of the World. £20.99 

My First Amazing World Explorer. £20.99 

My First Incredible Amazing Dictionary. £20.99 

PB Bear's Birthday Party. £20.99 

Photo Gallery Children, Wild Animals, Dinosaurs, Inseqs 

& Bugs, Flowers, Ciassic Cars, Cats, Birds.each £ 8.99 

Stowaway. £14.99 

Ultimate Human Body 2. £25.99 

Virtual Reality Bird/Cat.each £14.99 

Virtual Reality Dinosaur Hunter. £20.99 

Way Things Work 2. £25.99 

World Atlas for Windows. £29.99 


3D Ultra P 


7th Guest -i- 1 1th Hour.£13.99 

Ascendancy.£10.99 

Broken Sword.£9.99 

Cannon Fodder 2 -t- Dune 2.£13.99 

Capitausm. £9.99 

Championship Manager 2.£9.99 

Chronicles of the Sword.£8.99 

Civiusation. £9.99 

Creatures. £11.99 

; Cricket '96 (ELEaRONic Arts).£10.99 

Crusader No Remorse £10.99 

Cyberstorm. £9.99 

Dark Forces. £11.99 

Desert Strike & Jungle Strike .£9.99 

Destructon Derby £12.99 

DesTRuaiON Derby 2.£13.99 

Discworld 1 OR 2.EACH £13.99 

Doom 2 (Win'95) £13.99 

Duke Nukem 3D.£10.99 

Earthsiege2. £12.99 

F22 Lightning 2 £9.99 

Fadeto Biack.... .£?.?? 


Scrabble (3.5" Disk).£19.99 

Screamer 2.£14.99 

Screamer Rauy.£21.99 

Sega Worldwide Soccer '98.£27.99 

Sensible Soccer 2000.£27.99 

Settlers 2. £12.99 

Sehlers 2 Mission Disk.£13.99 

Seven Kingdoms.£24.99 

Shadows of the Empire.£27.99 

Shadow Warrior.£27.99 

Sd Meier's Gettysburg.£28.99 

Sierra Sports; Golf/Basebau '98.each £22.99 

SiENi Hunter.£18.99 

Sim City 2000 CouEaiON - includes Sim City 2000, Urban 

Renewal kit + Scenario Disk. £19.99 

Streets of Sim Cm . £28.99 


Sim Copter.£18.99 

&M Golf.£19.99 

Sim Isle/Sim Tower.each £7.99 

Sonic 3D.£21.99 

SPEca '97 CD (3000 Spectrum & 1200 C64 games) £14.99 

Speedboat Attack.£17.99 

Starcraft. £25.99 

Star General.£24.99 

Star Trek Borg.£21.99 

Star Trek Captain's Chair.£26.99 

Star Trek Encyclopaedia.£26.99 

Star Trek Generations + "EXCLUSIVE* A1 Poster.£18.99 

Star Trek Omnipedia.£17.99 

Star Trek: Starfleet Academy £25.99 

Star Wars Monopoly. £31.99 

Steel Panthers 3. .£25.99 

Super Puzzle Fighter 2... £12.99 

Syndicate Wars.£17.99 

Ten Pin Auey.£27.99 

Test Drive 4.£29.99 

Theme Hospital & Sim City 2000.£29.99 

The Golf Pro.£25.99 

The Reap.£25.99 

Tie Fighter vX Wing.£28.99 

Tie Fighter v X Wing data disk; Balance of Power.£13.99 

TOCA Touring Cars.£23.99 

Tomb Raider 2.£27.99 

Total Annihilation.£27.99 

Total Aniahals; includes Catz, Dogz & Worms.£19.99 

Unreal.£29.99 

Virtua Cop 2.£29.99 

ViRTUA Fighter 2 ..£28.99 

Virtual Poa 2. ..£24.99 

Virtual Snooker ..£19.99 

Virus. £21.99 

Warcraft 2 Deluxe inc 50 extra levels + hint book..£27.99 

Maximum War; 1650 levels for Warcraft 2.£ 14.99 

World Rally Championship (Network Q Rally 2) ....£20.99 

Worms 2.£28.99 

X Com: Apocalypse.£27.99 

X Miles - Data Disk for Network Q Rauy.£6.99 

Yoda Stories.£16.99 

Zork Grand Inquisitor.£27.99 


...£10.99 


Final Doom.£9.99 

Fught Unlimited ' DOS* £9.99 

FullThrohle. £12.99 

Gabriel Knight 2; The Beast Within.£13.99 

Grand Prix Manager.£8.99 

Harpoon Classic £9.99 

Heretic: Shadow of the Serpent Riders . £12.99 

Hexen. £11.99 

Holmes 2: Rose Tahoo.£10.99 

Indycar. £4.99 

Indycar 2. £9.99 

Jimmy VVhite's Snooker.£10.99 

Kings Quest 7... £9.99 

IfMMNGS 1 & 2 ... £12.99 

Lemmngs Paintbau + Oh No! More Lemmings + LemmingsEI 2.99 
Little Big Adventure £10.99 

Micro Machines 2 Special Edition.£10.99 

Monkey Island 1 & 2 £13.99 

Mortal Kombat 3 . £12.99 

Network Q Rally £14.99 

PGA European Tour.£9.99 

Pouce Quest SWAT . .£9.99 

Psycho Pinball... £11.99 

Rebel Assault 2 .. £12.99 

Return to Zork.£7.99 

Road Rash.£10.99 

Sam & Max Hit The Road + Day of the Tentacle . £13.99 

Scorcher.£12.99 

Screamer...£8.99 


Space Hulk 2: V.O.T.B.A.£11.99 

Star Trek; A Final Unity.£10.99 

Strife.£7.99 

Super EF2000.£12.99 

Terranova.£10,99 


Dr Seuss ABC/Green Eggs 4 Ham/Maths Workshop....each £23.99 

Harry 4 The Haunted House/Just Grandma 4 Me.each £23.99 

Kid Pix Studio/Little Monster at School.each £23.99 

Logical Journey of the Zoombimis.£23.99 

Ruffs Bone/Gregory & the Hot Air Ballon.each £16.99 

Sheila Rae, the Brave/Tortoise 4 the Hare.each £23.99 

EUROPRESS 

FUN SCHOOL 6 - Fairyland, Magicland, Futureiand ..£14.99 

Games Factory.£24.99 

GCSE Maths/Engush/Physics...each £14,99 


.. a highly-acclaimed collection ot ineigiensive_ 

aligned to the national cuiriculum which teaches solely 


THE 10 OUT OF 19 RANGE 

ly-occlaimed collection of in 


... juigh gome-bosed activities designed to stimulate your 
children and interest them. Choose fromEoriy Essentials 
'3-7 yrs). Junior Essentials (5-11), Moths Number (8-16), 
Moths jygebro (6-16)) Moths English 6-16), French (6- 
16), German (6-i6J, Essenfiol Science (5-12) 


£lf.99 EACH 


LANGUAGE 


te/SStt .f*a.£44.» 

Euwpkss Language Labs French, German, Russian or Spanish. Give 

YOUR CHILD A HEAD START WITH THESE FUN TO USE PACKAGES.£16.99 

Language Assist^ (Irwisiator] Easily translates document fm 
3 French, German, Spanish or Italian ... 


...Each £19.99 


The Dig.£10.99 

Theme Park.£9.99 

Tie Fighter CouEaoR's CD.£12,99 

Top Gun.£10.99 

Transport Tycoon & World Editor.£9.99 

Ultima 8 Classic.£10.99 

Ultimate Doom.£11.99 

Ultimate Soccer Manager 2.£9.99 

Under a Killing Moon.£9.99 

Warhammer: Shadow of the Horned Rat . £9.99 

Wing Commander 3.£12.99 

Wipeout.£9.99 

Worms United.£10.99 

X Com: Terror From the Deep.£10.99 

X Wing Collection -f Rebel AiSsault.£13.99 

Z.£9.99 



Worried it might not arrive in time? 

Why not visit our new club 
SUPERSTORE WHICH HAS JUST OPENED IN LEEDS 
AT THE ADDRESS ON THE ORDER FORM! Au 
ITEMS IN THE STORE ARE AT THE SJkME 
DISCOUNTED PRICES AS OUR MJUL ORDER 
DIVISION. PLEJKSE note THAT THERE IS NO 
CHARGE TO BUY FROM US BY MAIL ORDER BUT A 
ONE OFF N^MBERSHIP FEE OF £5 IS PAYABLE IF 
BUYING FROM OUR SUPERSTORE. NUS CJUtD 
HOLDERS AND OAPS £2.50. 


0113 234 0444 

SALES HOTLINES 7 days 

0113 234 0999 

TECH SUPPORT wo-Fn 

0113 234 OOOO 

CUSTOMER SERVICES 

Mon-Fri, 9am-6pm 

0113 234 07Z0 

SALES FAX LINE 

email: GameplayUK@aol.com 


MICIOSOFT 

Creative Writer/Fine Artist.each £16.99 

Creative Writer 2.£24.99 

Fine Artist + Creative Writer Double Pack.£28.99 

Magic Schooibus Earth/Body/Solar Systew/Oceans/Dinosaurs each £24.99 
Ultimate Haunted House/Magic Schooibus Rainforest ...each £24.99 
OTHERS 

ADI Boo Read & Count 4-5/6-7yrs.£18.99 

ADI English & Maths 11-12/12-13/13-14/14-15.£19.99 

BBC Wallace & Grommit.£16.99 

Iona Range - Milue's Math House, Mupphs Beginning to Read, Muppets 

Read Listen Learn,Sammy's Science House, Etc.each £13.99 

Jan Pienkowski's Haunted House.£12.99 

Print Artist V4 (Sierra).£17,99 

Revise GCSE Physics, Biology or Chemistry (ACACIA Series).£18.99 

Sim Park/Sim Tunes.£21.99 

Stuoyworks Maths ages 14+.£14,99 

Virtual Springfield.£18.99 

Winnie the Witch/Fish Who Could Wish/Whales 4 Dolphins ..each £9.99 



Cleansweep '97. £32.99 

' A First Aid '97 for Windows '95. £21.99 

A First Aid '97 Deluxe for Windows '95.... £35.99 

\ yW % McAfee VirusScanV3. £24.99 

£21.99 ^.McAfee VirusScan inc Q'ly Updates.. .£56.99 

. Nuts & Bolts. £37.99 

'fJB^^HAT's What I Call Help! - First Aid '97, Norton 
Antivirus, Windelete, Powerdesk, PC Handyman ....£39.99 
Uninstaller 4.5. £29.99 


GRAPHICS CARDS 



THE WORLD S 

FIRST SD 

GRAPHICS 

CARD!! 


Femtvriiiq tne latest Power VR Arcare-ievel 

II ACOEIERATOR CRIP ANO A IIONTHINO FAST 
ItiRIT 21 ORARNieS CARR. THE APOeAlYPSE SI 
IS TRE HOST ROWERFOl ORAPRIOS OARR 

availarle! Cokes iorrier with Mecn Warrior 
2, UiTiHATE Race, Wifeoot 2097, Tohr 
RAIOER AMR TeRRAOIRE TO OET TOO OOINO! 

Apocalypse 5D 6MB RAM.£164.99 

Apocalypse 5D SMB RAM.£189.99 


Apocalypse IDX - Power VR 31 accelerator chip. 
Compatible with all DirectIRAW 2D oraphics cards 
Apocalypse 3DX -l- 5 game demo CD .. .£64.99 
Apocalypse 3DX + 5 games listed above £94.99 


iOYSTfCKS & MiCi 


Alfa Twin Sputter Adaptoi.£15.99 

CH Throttle Pro.£94.99 

CH Virtual Pilot Pro.£77.99 

CH Pro Pedal...£77.99 

CH Force Feedback FX Joystick.£114.99 

CH Game Caro.£25.99 

CH Gamestick Joystick.£21.99 

CH F-16 Fighter Stick.£94.99 

CH F-16 Combat Stick.£61.99 

CH Racing Wheel. £47.99 

CH Racing System.£82.99 

Gravis Grip 4 Way Adaptor & 2 Pads.£69.99 

Gravis Analogue Pro Joystick.£19.99 

Gravis Gamepad.£16.99 

Gravis Gamepad "‘Pro**.£27.99 

Saitek Megagrip 8 Joystick.£8.99 

SuNCOM F-15E Talon.£44.99 

SuNCOM F-15E Raptor.£29.99 

Suncom G-Force Plus Yoke.£34.99 


McROSOFr Sdevwndbi Pecsion Pio ..£45.99^ 

MS SoEWRoa Forq FraucK.- £109.99 

Microsoft Sidewinoei Gaabad. £29.99 



THRUSTMASTER PRODUCTS 

Thrustmaster T2 Steering Assembly Comes with Steering Wheel, 

Gearsdck, Pedals & Programmable Butons . £99.99 

Thrustmaster GPl Steering Wheel Bonus Pack - 
INCLUDES Network Q Rally, X Miles & Power FI £48.99 

Thrustmaster FI Steering Wheel . £114.99 

Thrustmaster ACM Game Card. £26.99 

F-16 FLCS Joystick- Features Four 4-way hats, 3 Buttons, 

Dual Stage Trigger & Paddle Switch. £109.99 

F-16 TQS Throttle - True Replica of F-16 Throttle Quadra,nt 
Sysiem, Targeting Cursor Control, 4-way radio switch, etc.£1 09.99 

F-22 Joystick. £129.99 

Millenium Joystick. £L0WEST 


X-Fighter Joystick. £38.99 

RCS Rudder Control. £119.99 

Thrustmaster Mk2 Weapons Control. £89.99 

Top Gun Official Joystick - 4 Way Hat Switch, Weighted 
Base, 3 Beveled Buhons, Quick Aqion Trigger and 

Thrustmaster quautyand durabiuty!. £29.99 

Top Gun Joystick + Top Gun game (by Microprose).. £38.99 



, FU9HT?TI«ftTHR9TTUPAfl( 

Inarguably the best bundle this 

Christmas! Excellent reviews 
FROM all magazines, EVERY FEATURE 
conceivable - CALL FOR MORE INFO 

£84.99 


control allows you to PLAY AND 
MASTER COMPLEX GAMES MORE EASILY. 
Simply touch the picture to 
CONTROL the GAME! FULLY 
PROGRAMMABLE, 8 WAY THUMB PAD 

£39.99 




, NEW Megapad MX632M 

8 BUnONS, individual TURBO AND AUTO¬ 
FIRE sEiia, led, Auto-caubradnc, 15 Pin 
£14.99 


Saitek Acemaster 18 

4 MiCROSWITCHED fire BUnONS WITH 
TURBO-FIRE, HAT SWITCH, SEPERATE 
THROHLE lever, PROTEIN RUBBER GRIP 

£28.99 

Saitek X36F Programmable Flightstick.£59.99 

Saitek X35F Throhle Rudder System.£39.99 




FI SIM STEERING 
WHEEL 

Hand-stitched replica 
FI 10" steering wheel, 
self-centering and 
torque action. LED gear 


change indicator. Gear change functions 
on steering column, 2 programmable 
buttons. Steel pedals. £144.99 


FI Sim Compact - as per FI Sim but 
without LED display and with durable 
plastic pedals rather than steel. The best 
steering wheel for under £100...£72.99 


out this order form and post to: 

GAMEPLAY, ENTERTAINMENT HOUSE, 
GROSS CHANCBiOR Slim, LEEDS, LS6 2IG 


Item description 


Price 


..Have you ordered before? Yes / No 


Postcode:.Signature: ... 

Tel:.Fax;. 

CashO Cheque □ Postal Order □ CardQ 



£ 


£ 


£ 


£ 


£ 

Optional express cheque clearance. Ie you are 

paying by cheque but do not want to wait for it to 
clear please add £2.00 HERE FOR EXPRESS CLEARANCE 

£ 

Postage is FREE for oil gomes shipped within the U.K. Dff D 

Optional NEXT day DELIVERY ovoiloble: £4.00 for 1 st 

item plus £1.00 for each subsequent Item T/\TA| 
Overseos postage ■ £2.50 per software rtem. 1 W 1 ML 

£ 

£ 


Cheques payable to 'Gameplay'. 

Prices correct at time of going to press E & OE 


Card No. □□□□□□□□□□□□□□□□□□ Expiry Date □□/□□ Issue No. □□ 


UPC(l) 


I 

■J 


DELIVERIES UP TO AND INCLUDING CHRISTMAS £VE! LAST ORDER DATES FOR CHRISTMAS: BY CREDIT CARD - 15/12/97, 
. L-.'i. L*-*™ " '97, BY CHEQUE - SEND BY 4/12/97 PlEASE CALL FOR DELIVERY CHARGES AFTER THESE DATES AS 


BY CASh/pO - SEND BY 1 1/1 '// 

nPIIVFDY MAY STIll RF POCSIRLF. 
















































































































































































































































































































































































































































































































yiKiinlhi 


One new element which sets the game apart 


is the Commandant mode 


simulator with real-time strategy. The game will 


No jokes about big cboppers i 
this magazine matey. Besides, 
the Cobra is quite a smaii 
chopper compared to some... 


include an element of C&C style battlefield 


control, allowing the player to take a hand in the 
logistics of the missions as well as flying them. 
The game will also have full network play 


capability, with up to eight people able to 


join in over LAN or Internet. 


r ollowing on from the success of their 
■ highly acclaimed flight simulator 
Flying Nightmares, Eidos are currently 
developing a high-spec sequel. The game will 
put you in the hot seat, flying Harrier jump 
jets and the latest and deadliest combat 
helicopters. Using advanced 16-bit graphics to 
give a palette of 65,000 colours in high 
resolution mode, the new game is designed for 
maximum compatibility with the latest 
generation of Intel processors, whilst still 
maintaining compatibility with older machines. 
In the quest for ever greater levels of 


j realism, Eidos have appointed Bryan Walker, a 


Gulf War veteran and combat helicopter pilot, 


Siipstreaming is still a papular 
metbud for gaining on planes 


as producer on the project, and have enlisted 
the expertise of Scott Warren, a former USMC 


Tbe virtual cockpit of an attack helicopter gives you a superb all-round view of the action 


Harrier Chief Flight Test Engineer. 
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the game an edge in the vital area of playability. 

The graphics should be worth watching as 
well. Using a newly developed skeleton system 
for animation, the players' movements should be 
smoother and more realistic than any other 
soccer sim. Combined with the latest texture 


mapping techniques, the level of detail on the 
players' kit and faces should be incredibly 


realistic. This new title is planned to feature 
'Dolby Pro Logic Surround Sound' to give the 
atmosphere of being at a live match. There will 


also be in-game commentary provided by Sky 


lOMAS 


TV's Martin Tyler and football commentator (and 


current Fulham coach) Ray Wilkins. 
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UMBRO <^> BQI! 


idos have a good reputation for 
quality sports games, with titles like 
Links 98, FI, and the brilliant Championship 
Manager 97/98, which was voted into the 
number five position in our Reader's Awards 
survey of the best games of last year. They are 
set to follow this success with the forthcoming 
World League Soccer. This new title will use a 
simplified and highly intuitive user interface, 
combined with lots of cool new moves to give 
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The lavish attention to detail in 
this latest soccer simulation is, 
as you can see, breathtaking 
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There is a corner of some 
forgotten field that Is forever 
getting blown up in the latest real¬ 
time strategy game from Eidos 


■" idos are currently working on a 

" new real-time strategy game which 
promises to take one of the most popular 
and enduring of gaming genres into the 
next century. Employing 3D isometric 
graphics to give a whole new perspective 
on the action, the game can support screen 
resolutions of up to 1280x1024, so the 
beautifully rendered, highly detailed 3D 
vehicles and structures can be appreciated 
in all their glory. 

The game has many other novel features 
not seen before in any of the multitude of 
Command and Conquer clones that have 
appeared over the past few years. Energy 
walls for colony defence, power conduits to 
link your buildings to your power 
generator, and mobile teleporter units to 
move your troops around more quickly are 
but a few of the original ideas that will 
appear in this new game. Soldiers can 
kneel or lie prone to avoid enemy fire, or 
you can order your engineers to plant 
computer viruses in your enemy's systems, 
disabling them. 

You can choose from four different races, 
each one with different specific weapons 


and other equipment. The object of the 
game is to colonise an alien planet, building 
equipment as you go to help you in your 
mission. Up to eight people can play over a 
network or the Internet, either competing 
against each other or forming alliances and 
linking their colonies together. 

Dominion is due for release in March of 
this year. 
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Often, the best defence is attack 
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FIBSTsighting 



It’S now one hondred years since H.G. Wells’ ground-breaking 
science-fiction novel was first published, and we are suddenly witness 
to a game that will invade computers around the globe. 



Publisher: GT Interactive 
Developer: Rage Software 
Price: fi34.S9 
Release: Summer 1988 
Website: www.gtinteractive.com 
Players: 2 





n ather than being based solely on 
the book or the 1953 film, GT 
Interactive's new game will take most of its 
influence from the multi-million selling 
musical adaptation by Jeff Wayne. This 
double album was lavishly illustrated and 
incorporated spoken storyline in-between 
the songs. It was this album that really 
made the name The War Of The Worlds 
famous, and it is not surprising that Rage 
Software have chosen the 
gorgeous illustrations off the 
LP for their new interpretation 
of the future. 

Wayne’s world 

Jeff Wayne's album was released in 
the late seventies, so obviously Rage 
will have to have updated 
things a little to fit it into 
the current state of play - 
by the sounds of things 
they have. Firstly they've updated the 
soundtrack. This probably involved digitally 
remastering the original and bringing in 
some new musicians to spruce things up. 


but the main concern was surely which type 
of game style would be most suited to this 
Space Invaders-sts/[e idea. They have rightly 
plumbed for a top down 3D action strategy 
all in real-time, taking the ideas found in 
Warcraft, Dark Reign, and of course. 
Command & Conquer and fitting them into 
the detailed story. 

Rage are dealing 
with a massive 
legacy here. 


which must surely help provide some 
energy for the old hype machine, but 
when push comes to shove, will the game 
have the balls to live up to its name? 

invade and cnnquer 

War of the Worlds will have to compete 
against all the other real-time strategy 
games that are already flooding the 
market, though Rage have a very strong 
angle to set up their pitch from. 

No-one would have believed that 
in the last years of the 20th 
Century we would be about to 


The designers seem to have taken a lot of the ideas from the original artwork and developed their own breed of alien machines - this should be a good one 
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play a game that had begun its life over a 
century ago. The story has stood the test 
of time, it has always been on people's 
minds - the thought of other lifeforms 
somewhere out in space - and H.G. Wells' 
seminal novel perceptively played with 
people's fears; one day Martians really 
would attack Earth. Things have changed 
quite a lot since 1898. For a start Britain is 
no longer the strongest military power, and 
if Martians were to land anywhere, they 
would plump for America for sure - just 
look at Independence Day for proof! So you 
must bear in mind that this game will be 


best seen as a historical representation, 
hopefully staying true to the technology of 
the time, and thus closer to the style of Sid 
Meier's games rather than the futuristic 
excesses of Dark Cobny. 

In the line nf fire 

The gameplay is said to be non-linear, 
fitting snugly into the thick plot and 
remaining true to the idea of the original, 
though hopefully not so much that the 
game becomes predictable. The British 
forces will have to face the might of the 
tripodal enemy as they reap havoc over the 
luscious landscape of our sceptered isle. 


The missions have not apparently be pre¬ 
planned and thus will be determined by the 
progress of each player. This should make 
the game able to adapt to the players' 
abilities and progress at a reasonable 
speed. There is nothing worse than getting 


so far in a game only to hit a mission that 
is so tough that it winds you down so 
much that you give up. Players will be in 
full control over research, development and 
production, all of which are elements well 
known to most strategy gamers, but in 
some ways it is hard to see how they will 
fit into the game idea. 

Research and development 

All of the research would have to be 
taken from the destruction of the tripods, 
so hopefully they will make the time 
between research and development long 
enough to be believable - especially 


when in the book all the Martians are 
killed off by Earthly diseases rather than 
by British built machines. Saying that 
though, the game could be rather boring 
without such additions. 

Players will be able to take the role of 
the more advanced Martian forces or the 
more numerous human troops and units. 
This should give the game a distinct 
variety of gameplay for either side. The 
terrain looks especially interesting and is 
based on the actual geography of Britain. 
Whether this actually means specific 
locations such as London or simply the 
style of landscape is not known, but from 
what we have seen it is looking good 
either way. Hopefully the game will have 
a good mix of strategy and action to 
make the most of the musical score. They 
have added 50 minutes of new recordings 
so it should sound great. 

Judging by what we have seen already 
we can look forward to a game of quality, 
with all the excitement of Command & 
Conquer and all the baggage and cult 
enigma of the storyline. Across the gulf 
of space, immeasurably superior minds 
slowly but surely drew their plans to 
create the game of both the 19th and 
20th Centuries - the question is, will we 
still be playing it into the 21st? ■ 



Players will have full control over research 
development and prodoction 



Wells was born September 
21, 1866, in Bromley, Kent, 
and educated at the Normal 
School of Science in 
London, to which he won a 
scholarship. His novel The 
Time Machine (1895), 
mingled science, adventure 
and political comment. 

Later works in this genre 
are The Invisible Man 
(1897), The War of the 
Worlds (1898), and The 
Shape of Things to Come 
(1933). Each of these 
fantasies was made into a 
motion picture. 

Throughout his long life 
Wells was deeply concerned 
with and wrote voluminously 
about the survival of 
contemporary society. He 
envisioned a utopia in which 
the vast and frightening 
material forces available to 
modern men and women 
would be rationally 
controlled for progress and 
for the equal good of all. 
Wells died August 13, 1946 
in London 



Source: Microsoft (R) 
Encarta encyclopedia. 
Copyright (c) 1994 
Microsoft Corporation. 
Copyright (c) 1994 Funk & 
Wagnall's Corporation. 
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PRE view 


Here we have a futuristic 
game that has taken ideas from 
ancient Greek games to give an impressive 
scale. Players are actually racing for the 
honour of their world. Everything is at 
stake and success has many rewards. We 
await a closer inspection to see exactly 
how rewarding XLR8 really is. ■ 


A brave new world of futoristic racing conies to the PC. 
The PlayStation has Wipeout 2097, the NG4 has Ixtrenie 0 
and now the PC will have XIR8. 


Galactic Dominion have come up with a 
tournament to channel these feelings. 
Even if it doesn't work then at least 
they have created a new sport. 

Upgrades 

The tracks are looking rather 
challenging, with an array of twists 
and turns to challenge players. All 
along each of the tracks are power-ups 
to be collected which give players 
invisibility, speed boosts and money. 

As you would expect, this money, 
coupled with what you receive from 
being placed highly at the end of each 
race, enables you to upgrade your 
machine for future races. These can 
take the form of better engines, tyres, 
etc, and more advanced improvements 
like missiles, mines and lasers. 





There are meant to be plenty of 
tracks to race around - can’t wait 


O peedworks have been hard at 
work developing a new engine 
for this, a speedfest game that 
could prove to be one of the most 
exciting racing games on the market. We 
have seen Moto Cross and a few others 
try to capture the essence of biking but 
none seem to have grasped it yet. 

One of the features of XLR8 that 
makes it more realistic is the absence of 
clear walls that prevent freedom of 
movement in the game environment. 
Players will be able to speed around at 
their leisure without such annoying 
restrictions. The only limitations are the 
five different tracks which can be chosen. 

Each has its distinct character; from 
the rain forests of Triaz to the volcanic 
deserts of Venus. These worlds are 
inhabited by colonies which have been 
in the midst of war. A peace has now 
settled over the worlds, though anger 
and hatred are still present. In order to 
try to keep this new-found peace the 


TEC 

H SPECS 

PUBLISHER 

EUROPRESS 

Ieveloper 

SPEEDWORKS 

RELEASE 

APRIL 

WEB SITE 

N/A 

PLAYERS 

1-4 


Local Area Network 

XLR8 looks like a multiplayer's ideal 
game, with eight player LAN link-up for 
some real head-to-head action. With ‘ 
many view options players won't have 
any problem watching out for the 
opposition. The replay option lets 
players look back over their race and 
see where they could have done better. 


Exhilarating stuff this bike racing, it must be very trick to manoeuvre by just turning two balls about 
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The Jevresymae Project lits 1998 with the third in the series - 
photn-reaiistic graphics and B/iree-iike adventure. 


lency Of fins 


civilisations in order to gain clues to 
the survival of mankind. Gage is a secret 
government agent who is responsible for 
protecting history by controlling time 
travel. This time you are out for 
revenge. Not from some mad fugitive, 
but from another agent who tried to 
frame you in the last episode. 

The previous saga. Buried in Time 
was a very well scripted affair with a 
host of challenging puzzles to tease 
the player. This, the third in the series, 
aims to carry on that appeal by adding 
to the already successful formula. New 
features like the Chameleon Jumpsuit, 
panoramic viewing and increased 
screen window aim to create a more 
immersive gaming environment. Players 
are led to a number of exciting and 
mystical places such as Eldorado and 
Atlantis. The Chameleon Suit will allow 
players to assume the role of many 
different identities, though most of the 
time you won't notice the difference 
bearing in mind the game is played in 
first-person perspective. 

The interface is going to be slightly 
different from Buhed in Time to make 
the shell more simple, especially during 
the times when players do not require 
detailed interaction. They have also 
added over 90 minutes of video footage 
to help the story run smoothly as the 
plot thickens, all using professional 
actors too. 

The old saying, 'if you stand on a 
mountain for long enough it becomes 
yours' seems to fit Red Orb's release 
tactics as they are certainly taking 
control of this adventure market. More 
and more, the games are becoming 
cinematic in quality and Legacy of Time 
will no doubt help strengthen the 
company's footing. ■ 


997 witnessed the rise of Red 
Orb, the new software division 
of Broderbund, as they released the 
sequel to Myst, in the shape of Riven. 
Now they return with another adventure 
game, the third in the series of 
Journeyman games. 

The series 

At this stage in the development we are 
not sure how different this new 
installment is from the previous games. 
We do know that it continues on from 
the last with the main character Agent 
5, Gage Blackwood continuing to 
feature. Players must investigate a 
historical time distortion that has been 
causing many problems around the 
globe. As the title suggests, players 
embark on a lengthy journey to ancient 


With excellent Imgaes like this in the game it is sure tn receive a let of attentinn when it’s released 


Publisher: Red Orh 
Developer: Presto Studios 
Release: Spring 9S 
Weh site: 

www.journeymanproject3.com 
Players: One 


Travel through space and time 
with this amazing adventure. 
Riven will have new competition 
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II ne of the best commodities 
any publisher can have in 
the games business is to own a hit¬ 
making third-party development 
team. Electronic Arts know only too 
well the importance and prestige 
Bullfrog gives their company, and 
Virgin feel exactly the same way 
about blockbuster-developer, 
Westwood Studios. 

After buying the hit-maker in 1992, 
Virgin have had the privilege of 
publishing all of Westwood's mega¬ 
selling games ever since. The Command 
and Conquer franchise alone has made 
Virgin a highly powerful publishing force 
in the industry and Westwood's latest 
game. Blade Runner, has shown just how 
good the company are at produdng 
mould-breaking entertainment. 

With 1998 set to see more incredible 
software from Westwood, David Gibbon 
talks to Westwood co-founder and 
Blade Runner executive producer, Louis 
Castle, about the creation of Blade 
Runner and the company's future hits 
currently in development. 
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How did you get involved in games? 

LC: I was always interested in 
computers as a medium for art. 

Although I have been a paper gaming 
fan, I would have to say that my desire 
to create visual art for computers led 
me into games. Once I started playing 
them, I knew I wanted to help create 
them. I was about 14 when I was 
introduced to games on an Apple II. 

What helped you to decide to make 
a game around the movie Blade Runnerl 

LC: We were looking at doing an adventure 
game after the release of Kyrandia. I was a 
big fan of the original Phlip K. Dick book 
after reading it several times, so I have 
always been interested in the film. Years 
later, the Blade Runner partnership 
approached Virgin and Westwood to produce 
the game so we thought, 'yes please!' 

Have you ever seen the original 
Blade Runner game from the 8-bit days 
of the Spectrum? 

LC: No. But I understand it was 'inspired 
by the music from Blade Runner' and not 
an official title. They did not work with 
the people who produced the film. 

From what I gather, obtaining the 
license to the game was extremely 
difficult - what's the full story there? 

LC: The Blade Runner partnership were very 
particular with the company they were 
going to partner with to do this product. 
They wanted to know what type of product 
we were planning and exactly WHY we 
were going for that type of product. It 
took an awful lot of persistence before 
they accepted we were going to give the 
film justice with this game. 


How did you hear you'd got the 
license? 

LC: \I\le were contacted about a week 
after our presentation and we were 
overjoyed. It took so long to get it, and 
we all put some much time and effort 
into it, that when it did come through it 
was a great relief to everyone! 

Did you throw a party when you 
heard you'd got the license? 

LC: No 'official' party was held, but we 
have had a few parties since the game 
has shipped! 




How many people were involved in 
the game design? 

LC: Originally it was myself and Eric 
Yeo that worked on the game concept. 
Later we hired a lead designer, David 
Leary and then a consultant Jim Walls, 
who is now a staff member. My 
involvement in the execution of the 
original design diminished as the 
project progressed but I have been 
involved deeply with the art direction 
and technical direction for the project. 



Ail the familiar locations from the 
film are in the game for players 
to explore 


How long did the design take to 
complete? 


LC: Two and a half years. 

In Blade Runner, the player really 
feels as if they're taking part in the film 
- is this something you decided to do 
from the start? 

LC: Yes, we wanted to recreate the 
emotions you feel when you see the film. 

I think we did a good job, and I can think 
of many ways to do it even better! 

How many other people actually 
worked on the game? 

LC: We had as many as 40 people on the 
production of the game, mainly 
consisting of artists and programmers. 



The game has been described as a 
'whole new kind of video game.' Do you 
believe Blade Runner really is a brand 
new genre? 




LC: I think it is a brand new approach 
to Adventure Games in the same way 
Dune II was a whole new approach to 
strategy games. It MAY launch a new 
genre, but there will have to be more 
products of its kind before we could call 
it a new genre. 


Most movie tie-ins are 
notoriously appaling, but Blade 
Runner is a real exception. 
Where do you feel 
future movie tie-ins 
are heading? 





LC: I think you have an obligation to do a 
great game when you are licensing a great 
film. The audiences around the world are 
starting to expect quality in every 
product. The days of poor games with a 
big license will hopefully end soon! 

The whole lighting and atmosphere 
of the game captures the movie perfectly 
- how difficult was this to achieve? 

LC: It was quite challenging. We worked 
with the original visualist for the film, 
Syd Mead, and recreated every moment 
from the movie we could. Then we set 
out to create new areas to explore. 



While the game was being 
created, did you constantly refer to the 
film as a guide? 

LC: Yeah, we had to keep checking the 
film with the game to make sure we 
were capturing all of its amazing 
atmosphere. We also read all the 
Jiterature on the film and researched 
"a^ of its cult followers. 

Up to now, Hollywood doesn't seem 
to have taken to the games industry very 
well. Is this likely to change? 

LC I don't think it will in the near 
future. Hollywood has recently been 
burned by trying to export their 
properties into games and treat is as 
another format for their content. Games 
are indeed a new format but they are 
also a different art of story telling. 

^I^How involved did Syd Mead, 
production designer on the film, become 
involved with the game? 

LC: Syd visited Westwood on several 
occasions and was both used as a 
consultant on pre-production and an 
editor/critic on the final work. His input 
really helped us as he brought his know¬ 
how from the movie to the game. 

Many of the sets from the film 
were recreated in the game - how 
difficult a task was this? 

LC: We recreated most of the sets 
from the film and then expanded into 
many more environments. It was 
challenging to recreate sets, but not 
as difficult as creating new areas that 
felt like Blade Runner, 

Why did you decide to add totally 
new scenes to the game that aren't in 
the movie? 

LC: We felt something extra was needed 
to help this stand out as a game. 

There was a need for a much larger 
geography in the game to make the 
game play satisfying. 

Was an entirely new script written 
specifically for the game and, if so, who 



Westwood consolidated its position as one of the world’s leading development houses with the release of the breath taking Blade Runner, which combined great graphics and compelling gamepiay 
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got the job of writing it and what's 
their background? 

LC: David Yorken, a writer of 
considerable talent and fame in 
Hollywood, wrote the original 700 page 
screen play and our lead designer, David 
Leary, adapted and expanded the script 
for the game. 

Artist Aaron Powell worked on the 
game's stunning graphics. How old is 
Aaron and what is his background ? 

LC: Aaron is 30, and was the lead artist 
for Blade Runner. He worked on the 
Runcitor crime scene and several of the 
key characters in the game. He has 
worked on many Westwood titles including 
Command and Conquer and Monopoly. 

The graphics are all rendered in 
real time - how exactly was this 
achieved? 

LC: The characters and many objects 
in each scene are rendered in real¬ 
time. The environments are pre¬ 
rendered and then recreated in real 
time. That is what allows us to move 
the camera in the scenes for dramatic 
impact. It is also what gives large 
objects the ability to enter and leave 
the scenes and give the game a 
feeling of cinema to the game. It is 
not 100% real-time, but it is much 
more than an animating background. 

There's some amazing artificial 
intelligence in the game. The endless 
plot variations and the way a 
character always has something 
different to say must have been 
really complex to achieve? 

LC: It was very challenging. Most 
difficult was the dialogue. Many of the 
characters' lines had to fit several 
situations. I think this is one area we 
could improve on a great deal in the 
future. Writing in this way is very 
challenging and I think we understand 
the problem much better now. 

How far off do you think it is 
before we see a game with characters 
that really do think for themselves? 


LC: A few years I would guess. It is 
pretty close in many products. I think 
there will always be some aspects of 
story telling that are predetermined, but 
we are working on fitting them in so 
well you don't realise when they happen. 

When it does happen it will offer 
endless possibilities for some pretty 
spectacular games won't it... 

LC: I think so, as long as it is controlled 
by some great writers! 

With the initial shipment orders 
for the game being huge, how did it 
make you feel? 

LC: A little nervous. We set out to 
make a great work of art that was true 
to a cult film. I hope it is a huge 
success, but I'll always be careful on 
my expectations. 

What are you currently working on 
at Westwood? 

LC: I am working on the next Lands of 
Lore, another real-time adventure and 
a new title that I can not talk about 
just yet. 

U’ Do you think there will be a 
Blade Runner 2? 

LC: I'm not certain if our next adventure 


will be Blade Runner 2, but we will do 
another adventure game. 

Although the Blade Runner game is 
pretty nigh on perfect, is there anything 
you would like to have added but didn't? 

LC: Tons. The amount of space on a 
single CD really limited the detail we 
could use for the characters. We could 
have made all of them look nearly the 
same as the cinematics, but we would 
need to have a couple of DVDs just for 
the data! It would have been easier 
than trying to squeeze so much onto 
relatively small CDs. 

To you, what's the best thing 
about working in the games industry? 

LC: Working in the games industry! 
Making entertainment is by definition 
entertaining. I love it and can't 
imagine doing anything else. 




With a couple of new Cammand and Caniiuer games in the offing, 1998 promises to be another great year for the Las Vegas based developers 


It may be a mighty developer 
now, but Westwood Studios 
had much more humble 
beginnings. Co-founder Louis 
Castle was formally a 
computer salesman who first 
entered the world of games 
by setting himself up as a 
freelance artist and 
programmer. In 1985, Castle, 
along with friend Brett W. 
Sperry, decided to launch 
their own development 
company and set to work in a 
tiny garage in Las Vegas, 
Nevada. It was the beginning 
of a success story which led 
them from converting pre¬ 
existing games onto different 
machines to creating their 
own titles. Among those early 
creations were The Mars Saga, 
Battletech, DragonStrike and 
the Eye of the Beholder, a 
title which gained widespread 
acclaim and garnered the 
young company its first taste 
of mass recognition at home 
and abroad. In 1992 the 
company was bought out by 
Virgin Interactive for a cool 
$6 million, enabling 
Westwood Studios to become 
a software publisher in its 
own right and enjoy Virgin's 
superior worldwide 
distribution network. It was 
also the year Westwood 
released two now-legendary 
titles that enjoy a 
legendary status in the 
gaming world: Kyrandia, 
and the game that shaped a 
whole new strategy genre. 
Dune II: The Building of a 
Dynasty. Nowadays, 
Westwood employs a diverse 
staff of over 120 people 
whose talents range from 
computer programming to 
writing screenplays and 
composing soundtracks. The 
company was one of the 
first to have a strong 
interactive presence on the 
Internet and is currently 
developing new games and 
experiences for the 
information superhighway! 
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Farsaken 


Ever waited to blast araind the ptace oi a seriovsiy 
siKedy aetHiravtIy bke and blow the hel oet of 
every tldiig that moves? Wei, here’s your chaece! 



The fast and furious battle 
scenes will certainly make you 
stand up and pay attention 



or donkey's years, real Life 
I scientists have felt the need 
to uncover the secrets of the planet, 
and of course when they do come across 
a breakthrough it's never enough, they 
still have to keep digging for more. This 
is the basic storyline for a new 3D 



shooter from Acclaim going by the name 
of Forsaken. But like any good tale, 
things don't happen in quite the way 
they are expected. 

The scientists kept up unrelenting 
research until eventually they were 
able to manipulate the very structure 
of the matter that surrounded them. 
Armed with a pile of untried and 
virtually untested data, they begun a 
worldwide ground-breaking experiment 
in the area of fusion power. Yep, 
you've probably already guessed, it of 
course goes horribly wrong, 
unleashing an uncontrollable fusion 
reaction which rolls across the planet 




in the form of a horribly powerful 
shockwave with devastating results. As 
a consequence, the Earth now lays in 
tatters, a dull and lifeless globe, 
hanging useless in space - for the 
wave ripped it away from its axis, 
causing all manner of natural 
disasters, including the loss of the 
atmosphere, destroying what little 
protection there ever was from the 
poisonous radiation of the sun. All Life 
on the planet was extinguished within 
a few days to leave a desolate and 
barren landscape. 

The High Senators of the Imperial 
Theocracy soon learnt of the accident 
and a few days Later responded with 
the immediate sending of troops to 
the planet to remove all that they 
believed to be worth anything that 
may have been important or top 
secret to the government. A few 
months after the world had been 
totally gutted, it was pronounced 
condemned, and therefore 'open' to 
anybody with the courage to fight for 
whatever was overlooked or simply 
considered unimportant by those in 
power. And so, slowly but surely, the 
mercenaries, bounty hunters, and 
general desperados made their way to 



Scattered around the many maze-llke buildings there are plenty of power-ups to be picked up - guns, missiles and bombs. Just remember, when ya knock someone out, they drop all their goodies 
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PUBLISHER 

ACCLAIM 

DEVELOPER 

PROBE ENTERTAINMENT LTD 

RELEASE 

APRIL 98 

WEB SITE 

www.forsaken.com 

PLAYERS 

1-16 


the dead planet in search of 
fortune... not to mention reputation. 

Freaks, weirdos aed 
cyeorgs 

Forsaken is a fast and furious first- 
person shoot-'em-up not unlike Descent, 
in that you have full three hundred and 
sixty degree freedom of movement to go 
anywhere your heart desires... well as 
long as it's inside the tunnels of course! 
Armed with a pulsar weapon and a 
powerful anti-gravity pioncycle you have 
to fly by the seat of yer pants and 
shoot your way to the goodies, 'cause 
there will be plenty of opposition also 
wanting to get their hands on the stuff 
too! To give you an idea of the type of 
adversaries you are likely to encounter. 
I've decided to give you a quick run 
down of just some of the weirdos that 


will inevitably cross your path. 

First up is Beard, the bad ass biker 
dude riding a classic custom machine 
with a side car to take his buddy round 
with him. Unfortunately, his bestest 
friend and partner. Mad Dog McCoy, is 
err... rather dead, and looks it! So if 
you do have the misfortune to meet up 
with this guy, remember the nose 
plugs. Another mad bloke is the Ex¬ 
cop. This one use to be a forceful, but 
respected officer of the law until he 
went berserk on a raid and gunned 
down everybody, including three fellow 
officers. Kicked straight out with no 
hesitation, the Ex-cop now roams 
around looking for fun. Guess where 
he's heading next? You got it. Earth! 
Also featured is Nim Soo Sun, an ex- 
xeno circus performer whose favourite 
trick was to lure members of the 


audience into the arena, then cut them 
to pieces! She eventually went too far 
and was kicked out to make her own 
bloody way in the world. 

Graphically speaking 

As far as graphics are concerned, 
they're spot on - smooth, fast and 
run at a pretty stunning frame rate. 
This is mainly due to 3D acceleration 
as Forsaken will quite happily make 
use most of the well known boards, 
like 3DFX, 3D Blaster, Rendition, and 
Power VR. The majority of the action 
takes place in mostly deserted 
underground tunnels - strangely 
though, they really remind me of the 
London Underground, I keep expecting 
a train to pull up and a disembodied 
voice to begin chanting 'mind the 
gap' over and over again! 

Although two player on one machine 
is not possible, with a connection to 
the net or a local area network you can 
challenge up to fifteen of your mates or 
even complete strangers if you prefer. A 
well programmed game with a fair 
amount of potential, and some original 
concepts. Unfortunately we've seen 
most of it before in games like Quake 
and Descent. ■ 


GUNS-A- 

PIIIITV 


There is definitely a very 
good selection of weapons 
to be had in Forsaken. It is 
split into two major groups 
- guns and missiles. 

On the missile front there 
are several types available; 
Mugs, the de^ult shoot and 
hope rocket; Solaris, much 
the same, as the last one, but 
with the added advantage of 
heat seeking abilities; 

Gravgon Missile, produces a 
sphere in which anything 
passing through it gets 
trapped; Scatter Missile, a 
simple device that homes in 
on an enemy and scatters all 
their weapons; Titan Missile, 
probably the most dangerous 
of them all, for on detonation 
it creates deadly shrapnel. 

Then there are the guns; 
the standard gun is a Pulsar, 
not brill, but does the job. 
(Just about!) A useful 
armament is the Suss Gun; 
this fires lots of low powered 
shots over a large area. Then 
there's the Laser, a lovely 
double beam weapon with 
loads of range. You can even 
get your hands on a short 
range flame-thrower, the 
Pyrolite, if you really want to 


Everyone seems to have made a hasty exit as Jean-Michel Jarre’s laser light show begins -1 wonder why? 
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Special Reserve Discount Mail Order - 01279 600204 

Market leaders in mail order home computing, established 10 years, great web site and six amazing shops. 
See us on the web at http://special.reserve.co.uk for masses of information and ioads of prizes to win. 



CD ROM 
GAMES 

MIN SYSTEM Pentium, SVGA & 16 MB 
MB = Min RAM • = NEW xx%= Highest review 
MMX = Features enhancements for MMX PC’s 
(18) = Rated 18, state over 18 when you order 

2 GOOD TO BE TRUE COLLECTION 

Nascar 2, Earth Siege 2, Caesar 2, Pinball 2, 

Ultimate Soccer Manager 2, Print Artist V4.0 27.99 

20 GIANT GAMES - TOP 20 COLLECTION. 

Civilization, Grand Prix, Master of Orion, 

Sensible Golf, Lands of Lore, Archer Maclean’s 
Pool, B17, Dogfight, F117A, Subwar 2050, 

Starlord, Machiavelli, El 5111, Dune, Lure of the 
Temptress, Iron Assault, Goal, Hokum KA50, 

Hands of Fate, Conspiracy .34.99 

2000 GAMES ENCYCLOPEDIA • .17.99 

688 (6881) HUNTER KILLER WIN95 .31.99 

A BRIDGE TO FAR WIN95.31.99 

A-10CUBA90% .9.99 

ACTUA GOLF 2 WIN95 MMX 90% .26.99 

ADDICTION PINBALL* .32.99 

AFTER LIFE 88% 9.99 

AGE OF EMPIRE WIN95 94% 32.99 

AGE OF SAIL 83% 29.99 

ALIEN TRILOGY WIN95 79% .19.99 

ASCENDANCY 93% 9.99 

BATTLECRUISER 3000AD .7.99 

BATTLEGROUND - WATERLOO 82% .28.99 

BETRAYAL IN ANTARA WIN95 .25.99 

BIG SIX COLLECTION 

Mortal Kombat, Sensible Soccer, Battlecruiser 
3000AD, Bedlam, Stargunner, Enemy Nation 15.99 

BIRTHRIGHT WIN95 .25.99 

BLADE RUNNER WIN95 94% 26.99 

BLAM! MACHINEHEAD .7.99 

BRITISH OPEN CHAMPIONSHIP GOLF ...26.99 

BRODERBUND PRINCE OF PERSIA 
COLLECTION 

Includes Prince of Persia 1&2* 9.99 

BROKEN SWORD 2 WIN95 16MB 90% .. .28.99 

BROKEN SWORD 90% .11.99 

CAPITALISM PLUS .27.99 

CARMAGEDDON(15)95% .19.99 

CARMAGEDDON DATA CD - SPLAT PACK 15.49 

CHAMP MANAGER 2 COMPILATION VOL 2 
SPANISH, DUTCH & BELGIUM LEAGUES 9.99 
CHAMPIONSHIP MANAGER 2 1995/96 ...11.99 
CHAMPIONSHIP MANAGER 2 1996/97 ... 18.99 
CHAMPIONSHIP MANAGER 2 1997/98 ...17.99 

CIVILIZATION 2 + DATA CD • 32.99 

CIVILIZATION 2 96% .18.99 

CIVILIZATION 2 DATA DISK: 

FANTASTIC WORLDS .14.99 

COLONIZATION 93% .11.99 

COMBAT CHESS .24.99 

COMMANCHE 3.0 WIN95 92% .31.49 

COMMAND & CONQUER WIN95 .25.99 

COMMAND & CONQUER: RED ALERT 
COLLECTORS PACK 

Includes C&C Red Alert game CD, audio CD, 

Red Alert poster and a Red Alert T-Shirt .. ,31.99 
COMMAND & CONQUER: RED ALERT ...31.99 
COMMAND & CONQUER RED ALERT DATA CD’s 

AFTERMATH .13.99 

COUNTERSTRIKE .13.99 

COMMODORE 64-15 PACK 

Includes Decathlon, Hacker,Little Computer 

People and many more WIN95 • 9.99 

CONSTRUCTOR 92% :29.99 

CREATURES 94%, 12.99 

CROC WIN95 .29.99 

CURSE OF MONKEY ISLAND 

- MONKEY ISLAND 3 WIN95 94% .26.99 

DARK COLONY WIN95 84% .25.99 

DARK EARTH 16MB 83% ....28.49 

DARK FORCES 95%.14.49 

DARK FORCES 2 - JEDI KNIGHT WIN95 29.99 
DARK REIGN: THE FUTURE OF WAR WIN95 27.99 
DEATHMATCH MAKER 
QUAKE EDITOR, REQUIRES 

ORIGINAL QUAKE .14.99 

DESTRUCTION DERBY 2 WIN95 86% ...19.99 

DIABLO WIN95 93% .29.99 

DIABLO DATA CD - HELLFIRE WIN95 ...15.99 

DIE HARD TRILOGY WIN95 93% .31.49 

DISCWORLD96% .15.99 

DISCWORLD 2 85% .16.99 



SAVE EISmSAVE £18 


DOOM TRILOGY - THE DEPTHS OF DOOM 

A Three CD Collectors Set containing the original 
Doom, Episode 4 - Thy Flesh Consumed, Doom 2 

and Master Levels for Doom 2 15.99 

DREAMS • 32.99 

DUKENUKEM3D(18)93% .11.99 

DUKE NUKEM DATA CD’S 
-DUKEITOUTIN D.C .16.99 

- THE APOCALYPSE Includes Duke Extreme, 

Duke Zone 2 and Duke T-Shirt .16.99 

- PLUTONIUM PACK .8.99 

-DUKE ZONE .16.99 

DUNGEON KEEPER 96% .31.49 

DATA DISK: THE DEEPER DUNGEONS 14.99 

E/A CRICKET 96 .12.49 

E/A CRICKET 97 80% 24.99 

EARTHWORM JIM WIN95 86% • .9.99 

EASTERN FRONT 84% .26.99 

ELDER SCROLLS: DAGGERFALL 89% ...12.99 

EXTREME ASSAULT MMX 87% 22.99 

EXTREME POWER PACK VOL 2 

Tomb Raider, FIFA 97, Z, PC Joypad .34.99 

F/A-18 HORNET .24.99 

FI RACING SIMULATION • .31,99 

F22* 12.99 

F22-ADF .31.49 

FEEBLE FILES .21.99 

FIFA 98 - ROAD TO THE WORLD CUP ...29,99 

FINAL DOOM.9.99 

FLASHBACK .9.99 

FLIGHT OF THE AMAZON QUEEN 81% ...9.99 

FLIGHT SIMULATOR 98 WIN95 MMX 94% 39.99 

FLIGHT UNLIMITED 2 .29.99 

FLYING CORPS 92% 18.99 

FLYING CORPS GOLD 90% .19.99 

FORMULA 1 95 WIN95 

REQUIRES 3D GRAPHICS CARD 90% ...29.99 

FQRMULA 1 GRAND PRIX 2 95% .19.99 

FRAGILE ALLIGIANCE 91% .17.99 

FULL THRQTTLE 92% .13.99 

G-NOME .9.99 

G-POLICE WIN95 MMX 92% .34.99 

GONEFISHIN’ .12.99 

GRAND THEFT AUTO (18) • .29.99 

HALF LIFE WIN95* .28.99 

HEAVY GEAR WIN95 .24.99 

HELICOPS WIN95 .8.99 

HELP! COMPILATION 

DUNE 2, PRINCE OF PERSIA, PUSH OVER, 
PRO TENNIS TOUR, PINBALL DREAMS, 
HUMANS, FI RACING, LEADERBOARD GOLF, 
SUPER VGA HARRIER, SHERLOCK HOLMES & 
JACK IN THE DARK .24.99 

HEXEN 2 WIN95 94% 29.99 

HEXEN TRIPLE PACK 

- TOWERS OF DARKNESS .13.99 

HIDDEN WARS 81 % • 27.99 

HOLIDAY ISLAND .26.99 

i WAR 90% .31.99 

iF22 RAPTOR 81% 27.99 

IGNITION WIN95 82% 22.99 

IMPERIUM GALACTICA90% .27.99 

INCUBATION MMX 94% 16.99 

INDEPENDENCE DAY WIN95 .22.99 

INT’L RALLY CHAMPIONSHIP WIN95 .29.99 

INTERSTATE 76 WIN95 (15) .24.99 

JOHN MADDEN NFL 98 WIN95 .31.99 

JONAH LOMU RUGBY 80% .19.99 

LANDS OF LORE 2 WIN95 92% 29.99 

LEGACY OF KAIN .27.99 

LEISURE SUIT LARRY 6 12.99 

LINKS 386 PRO .9.99 

LINKS 98 WIN95 .30.99 

LITTLE BIG ADVENTURE 2 90% .31.49 

LONGBOW 2 WIN95 .31.49 

LORDS OF THE REALM 2 81 % .29.99 

Ml TANK PLATOON 2 • 32.99 

MAGIC THE GATHERING - BATTLEMAGE 7.99 
MAGIC THE GATHERING WIN95 92% ...12.99 

MASTER OF ORION 2 92% 29.99 

MECHWARRIOR 2 92% • 9.99 

MEN IN BLACK 93% .28.99 

MORTAL KOMBAT 3 90% .12.49 

MOTO RACER WIN95 82% 29.99 

MUPPET TREASURE ISLAND WIN95 • ...17.99 


MYST • 19.99 

NEED FOR SPEED 2 SE WIN95.31.49 

NHL ICE HOCKEY 98 94% .31.99 

NUCLEAR STRIKE WIN95 88% .29.99 

ODDWORLDS: ABE’S ODDYSEE 92% ...29.99 

OUTLAWS 83% 29.99 

PAXIMPERIA: EMINENT DOMAIN 91% ...21.49 

PERFECT STRATEGY 
BATTLE ISLE 2, THE PATRICIAN, 

TITANS LEGACY .9.99 

PETE SAMPRAS TENNIS 97 WIN95 .19.99 

PGA EUROPEAN TOUR GOLF 96 94% ...14.99 

PGA TOUR PRO WIN95 16MB 94% 29.99 

PINBALL POWER PACK 

PINBALL DREAMS 1 & 2, FANTASIES, 

ILLUSIONS, MANIA .15.99 

PIRATES GOLD .11.99 

PITFALL WIN95 90% • 9.99 

POPULOUS: THE 3RD COMING .29.99 

PREMIER MANAGER 97 83% 24.99 

PRIVATEER 2: THE DARKENING .31.99 

QUAKE 95% 14.99 

QUAKE 2 WIN95 96% .29.99 

QUAKE DATA CD - TREMOR .12.99 

QUAKE DATA DISK DOUBLE PACK 

Includes Scourge Of Armagon & Dissolution Of 
Eternity. Requires full version of Quake ...22.99 

RAC RALLY CHAMPIONSHIP 94% .19.99 

DATA DISK - X MILES .12.99 

RAILROAD TYCOON DELUXE .11.99 

REALMS OF THE HAUNTING 91% .22.99 

REBEL ASSAULT 2 90% .14.49 

RESIDENT EVIL WIN95 83% .25.99 

RISE OF THE TRIAD 82% 7.99 

RIVEN WIN95 91% 31.99 

SCREAMER 90% 9.99 

SCREAMER RALLY 91% .19.99 

SECRET OF MONKEY ISLAND 1 & 2 .14.99 

SENSIBLE SOCCER 2000 WIN95 90% .. .29.99 

SENSIBLE WORLD OF SOCCER 85% .9.99 

SENSIBLE WORLD OF SOCCER 96/97 .. .22.99 
SETTLERS 2 92% AND ARCHIMEDEAN 

DYNASTY 94% TWIN PACK .19.99 

SETTLERS 2 DATA DISK - THE MISSIONS 14.49 

SETTLERS 2 GOLD EDITON 

Includes Settlers 2, The Missions Data CD, an 
extra 130 levels and a Settlers World Atlas 23.99 

SEVEN KINGDOMS .28.99 

SHADOWS OF THE EMPIRE WIN95. 

REQUIRES 3D GRAPHICS CARD 88% ...27.99 

SHANGHAI* .9.99 

SID MEIER’S GETTYSBURG WIN95 90% 31.49 

SIM CITY 3000 MMX .32.99 

SIM COPTER WIN95 86% .24.99 

SIM GOLF* .12.99 

SIM ISLE* .12.99 

SIM TOWER* .12.99 

SONIC 3 & KNUCKLES WIN95 .23.99 

SONIC 3D .22.99 

SPACE HULK - VOTBA WIN95 90% .12.99 

SPYCRAFT WIN95 91% * 9.99 

STAR TREK - BORG WIN95 .22.99 

STAR TREK - GENERATIONS WIN95 .19.99 

STAR TREK - STAR FLEET ACADEMY .. .31.49 

STAR TREK-THE NEXT GENERATION ...12.99 

STARCRAFT WIN95 .30.99 

SUBCULTURE* .31.99 

SUPER PUZZLE FIGHTER 2 WIN95 86% 13.99 

SYNDICATE WARS 92% 19.99 

TERMINAL VELOCITY 80% .9.99 

TERMINATOR - SKYNET 81 % .15.99 

THE DIG 87% .12.49 

THEME HOSPITAL & SIM CITY 2000 .32.99 

THEME HOSPITAL 91% 31.49 

THEME PARK 95% .12.99 

THUNDERHAWK 2 - FIRESTORM 90% ...7.99 

TIE FIGHTER COLLECTION 

TIE FIGHTER -i- DATA DISKS 92% .12.99 

TOCA TOURING CARS .22.99 

TOMB RAIDER 2 94% .27.99 

TOMB RAIDER 95% .29.99 

TOONSTRUCK 93% 9.99 

TOTAL ANNIHILATION WIN95 94% 27.99 


TOTAL INSANITY 

STAR TREK - THE NEXT GENERATION, PGA 
EUROPEAN TOUR GOLF, NETWORK Q RALLY 
CHAMPIONSHIP 92% 29.99 

TOTAL RACING 

Screamer 2, International Rally Championship, 
Need for Speed 2 WIN95 .31.99 

TOTAL SPORTS 

PETE SAMPRAS TENNIS 97, LINKS L/S, 

FIFA SOCCER 97 WIN95 .31.99 

TRANSPORT TYCOON + EDITOR 90% ...11.99 

TUROK - DINOSAUR HUNTER 88% 29.99 

UEFA CHAMPIONS LEAGUE SOCCER 

WITH FREE EURO 96 GOALS VIDEO.18.99 

UFO-ENEMY UNKNOWN 91% .11.99 

ULTIMATE RACE * 32.99 

ULTIMATE SOCCER MANAGER 2 WIN95 12.99 

UNDER A KILLING MOON 92% 9.99 

UPRISING* .31.99 

US NAVY FIGHTERS .13.99 

VIRGIN DOUBLE PACK 1 

X-WING COLLECTION & REBEL ASSAULT14.49 

VIRGIN DOUBLE PACK 2 

INDIANA JONES FATE OF ATLANTIS & 

INDIANA JONES THE LAST CRUSADE ...14.49 
VIRGIN DOUBLE PACK 3 

DUNE 2 & CANNON FODDER .14.49 

VIRGIN DOUBLE PACK 4 

7TH GUEST &11TH HOUR .14.49 

VIRTUA COP WIN95 .19.99 

VIRTUA FIGHTER 2 88% .28.99 

VIRTUAL REALITY POOL 2 * .31.49 

VIRTUAL SPRINGFIELD WIN95 .19.99 

WARCRAFT 2 DELUXE 82% .29.99 

WARCRAFT 2 DATA CD - W ZONE 2.12.99 

WARCRAFT ADVENTURES - 

LORD OF THE CLAN WIN95* .28.99 

WARLORDS 3 * 29.99 

WILLIAMS ARCADE GREATEST 

Contains Defender, Robotron, Bubbles, 

Joust, Defender 2, Sinistar .9.99 

WING COMMANDER 3 (15) 95% 14.99 

WING COMMANDER PROPHECY WIN95 31.99 
WORMS -I- REINFORCEMENT DATA DISK 12.99 

WORMS 2 90% 29.99 

X-COM - APOCALYPSE 95% 27.99 

X-FILES: UNRESTRICTED ACCESS .19.99 

X-WING VS TIE FIGHTER DATA CD 

- BALANCE OF POWER WIN95 .14.49 

X-WING VS TIE FIGHTER WIN95 .31.49 

ZORK GRAND INQUISITOR 89% 26.99 

ZORK NEMESIS 90% * 9.99 


CD NON GAMES 

3D INTERIOR DESIGNER 2 .24.99 

AMIGA EMULATOR .16.99 

ARCADE CLASSICS PLUS .14.99 

BEST FOOTBALL PUB QUIZ EVER! .9.99 

BEST PUB QUIZ EVER! .9.99 

BRODERBUND 65000 CLICK ART .37.99 

CATZ2WIN95 .17.99 

DOCTOR WHO - DESTINY .29.99 

DOGZ 2 FOR WINDOWS 95 .17.99 

FIRST AID 98 FOR WINDOWS 95 .30.99 

GALAXY OF CLIPART. 

IMAGES IN .WMF and JPEG format .22.99 

GCSE MATHS .18.99 

IBM SIMPLY SPEAKING WIN95 .49.99 

KLIK AND PLAY ENHANCED .19.99 

LIVE & KICKING - SHOW MAKER .24.99 

MCAFEE VIRUS SCAN 3.1 29.99 

MEGA MATHS CD .26.99 

MINI OFFICE TYPING TUTOR .9.99 

MS ENCARTA 98 DELUXE WIN95 .59.99 

MS ENCARTA 98 WIN95 .39.99 

MS ENCARTA ATLAS V3.0 WIN95 .39.99 

NEW BEAT TRANCEMISSION .19.99 

OASIS MORNING GLORY? SONG BOOK 24.99 

POWER 2 PLAY .17.99 

SPECTRUM CD 97 16.99 

UNINSTALLER 4.5 WIN95 .32.99 

WALLACE AND GROMIT ANIMATOR .19.99 

WALLACE AND GROMIT FUN PACK .19.99 


BOOKS 


COMMANDS CONQUER GUIDE .9. 

COMPLETE IDIOTS GUIDE TO WIN95 ...18. 
DIABLO OFFICIAL STRATEGY GUIDE ...12. 

DUKE NUKEM 3D STRATEGIES .16. 

DUNGEON KEEPER OFFICIAL GUIDE ...13. 

INTRODUCING WINDOWS 95 18. 

MARIO 64 OFFICIAL 

PLAYERS GUIDE BOOK .9. 

MARIO KART 64 OFFICIAL 

PLAYERS GUIDE BOOK .9. 

MARIO KART 64 

UNAUTHERISED SECRETS .9. 

MS FLIGHT SIM 98:INSIDE MOVES .15. 

NINTENDO 64 

UNAUTHORISED SECRETS .9. 

PC’S FOR DUMMIES V2 .18. 

PHANTASMAGORIA 

OFFICIAL STRATEGY GUIDE .15. 

PLAYSTATION SECRETS, 

STRATEGIES AND SOLUTIONS .15. 

QUAKE! AUTHORISED 

STRATEGY GUIDE .13. 

SECRET CODES FOR NINTENDO 64 .7. 

SECRET CODES FOR PLAYSTATION V2 ...7. 
SPECIAL RESERVE 

BOOK OF 2001 CHEATS .3. 

SUPER MARIO 64 SURVIVAL GUIDE .11. 

THEME HOSPITAL POCKET GUIDE .11. 

TUROK DINOSAUR HUNTER 

OFFICIAL GUIDE .10. 

WINDOWS 95 FOR DUMMIES V2 .18. 



The Fastest, Most Powerful Games Console on Earth 

Nintendo 64 
99.99 less £10* 


Official UK Nintendo 64 complete with 
Nintendo 3D controller and RF lead. 

N64 Fire Pack 
132.99 less £10* 

Official UK Nintendo 64 with 
I Nintendo 3D controller and RF lead 
I \ y PLUS extra Nintendo 3D Controller 
V and 1 MB Memory Card 

*Deduct £10 off the price of any one item 
bought at the same time as a Nintendo 64 and 
PAY LATER if your total purchase is over 
£250, subject to status 

SCART LEAD - N64 to scart TV .7.99 

256K MEMORY CARD (12 slots) .7.99 

1 MB MEMORY CARD (48 slots) .9.99 

OFFICIAL 3D CONTROLLERS ...25.99 

Available in Black, Blue, Green, Grey, Red and Yellow 


BLAST CORPS 89% .40.99 

CLAYFIGHTER 63 1/3 87% 47.99 

DIDDY KONG RACING 97% .40.99 

DOOM 92% .46.99 

DUKE NUKEM 64 .45.99 

EXTREME G 95% 48.99 

FI POLE POSITION 90% .44.99 

FIFA 98 - ROAD TO WORLD CUP 49.99 

FIFA SOCCER 81% .29.99 

GOLDENEYE 98% 40.99 

INT'L SUPERSTAR SOCCER 64 44.99 
KILLER INSTINCT GOLD 88% ...44.99 

LAMBORGHINI 64 44.99 

LYLAT WARS + RUMBLE PACK 48.99 

MACE .46.99 

MADDEN 64 49.99 

MARIO KART 64 .40.99 

MISCHIEF MAKERS 90% .40.99 

MULTI RACING CHAMPIONS ...48.99 

NBA HANGTIME 80% .44.99 

NFL QUARTER BACK CLUB 98 ...45.99 

PILOT WINGS 64 91% .40.99 

SAN FRANCISCO RUSH .46.99 

SHADOWS OF THE EMPIRE ...47.99 

SUPER BOMBERMAN 64 .41.99 

SUPER MARIO 64 100% .40.99 

TOP GEAR RALLY 86% 43.99 

TUROK - DINOSAUR HUNTER ...49.99 

WARGODS .46.99 

WAVE RACE 64 92% 44.99 

WAYNE GRETSKY 90% 46.99 

WCW VS NWO: WORLD TOUR ...44.99 


ALL PRICES INCLUDE VAT 





GRAPHICS CARDS 

CREATIVE LABS 4MB 3D BLASTER .74.99 

Includes Battle Arena Toshinden SE , Flight 
Unlimited and Rebel Moon 
‘HOME* 4 MB MATROX MYSTIQUE 220 .. .99.99 

Includes Moto Racer, Disney’s Toy Story and 
Kai’s Power Goo 

DIAMOND VIPER 330 AGP 4 MB CARD 139.99 

New very high speed card for Pentium II systems 

3Dfx FOR MAXX POWER 

' . Take your graphics to a new 

level of excellence with the 
3Dfx standard. No more 
pixelation or sluggish updates, 
just fast and smooth 

ORCHID RIGHTEOUS 4 MB 3Dfx.139.99 

DIAMOND MONSTER 4MB 3Dfx .144.99 

SHARPEN YOUR IMAGE 
WITH A NEW MONITOR 

We can supply you with a 
superb new monitor from ADi 
or Belinea. All come with a 3 
year manufacturer’s warranty, 
0.28 dot pitch, MPRII low 
radiation emmisions plus a tilt 
and swivel stand. 

15” BELINEA SVGA MONITOR .159.99 

15” ADi SVGA MONITOR .189.99 

17” BELINEA SVGA MONITOR .319.99 

17” ADi SVGA MONITOR .389.99 

21 ” ADI SVGA MONITOR .939.99 


SIMM’s AND DIMM’s 

72 Pin SIMM’s, 32 BIT non-parity, 72Ns access 
NON EDO, suitable for most 486 machines. 


INCLUDES VAT 

SINGLE 

MATCHED 

& DELIVERY 


PAIR 

4 MB SIMM . 

15.99 

.29.99 

8 MB SIMM . 

24.99 

44.99 

16 MB SIMM . 

.39.99 

.75.99 


EDO RAM with Extended Data Out channel for 
improved performance. Suitable for most Pentium 
and Pentium II PC’s 

4 MB EDO SIMM .14.99 27.99 

8 MB EDO SIMM .19.99 36.99 

16 MB EDO SIMM 36.99 69.99 

32 MB EDO SIMM 67.99 129.99 

16 MB DIMM SDRAM EXPANSION 39.99 

32 MB DIMM SDRAM EXPANSION 79.99 

Always check your motherboard manual for 
suitablity prior to purchase. 

LOW COST INTEL CPU’S 

PENTIUM PI 00 MHz CPU CHIP.69.99 

PENTIUM PI 20 MHz CPU CHIP.89.99 

MMX PENTIUM P166 MMX CPU CHIP . . .109.99 
MMX PENTIUM P200 MMX CPU CHIP ... 179.99 
PENTIUM II 266 MHz INTEL CPU CARD 439.99 
PENTIUM II 300 MHz INTEL CPU CARD 599.99 

GEMLITE *AT-TX* PENTIUM TRITON 4 
MOTHERBOARD FOR PC .89.99 

AT standard. MMX compatible with 512k cache 

INTEL PENTIUM II PD440FX 
MOTHERBOARD FOR PC .129.99 

ATX form factor for fitting to standard ATX case 


FAST CD ROM DRIVES 

These CD ROM drives all conform to all major 
standards including Photo-CD and MPC, easy to 
install, and they complete fitting kit and instructions 

CREATIVE LABS 4X CD ROM DRIVE .. .39.99 
CREATIVE LABS 8X CD ROM DRIVE .. .54.99 
CREATIVE LABS 24X CD ROM DRIVE .. .69.99 
CREATIVE LABS 

DISCOVERY KIT 24X64 .119.99 

Includes Creative 24x CD ROM drive, AWE64 
Value sound card and active speakers 

READ/WRITE CD ROM 

HPSURESTORE 7100i 

INTERNAL CD RE-WRITER .299.99 

High perfomance 6x speed read and 2x speed 
write. Ideal for data back-up, and audio recording. 
Compatible with CD-RW re-writable CD’s. 

ONE CD-RW Re-writeable CD . 16.99 

PACK OF 5 RECORDABLE CD’S .11.99 

PACK OF 10 RECORDABLE CD’S .19.99 

CHEAP HARD DRIVES 

A quick and easy way to increase your capacity. 
Install a second drive in minutes and you can say 
goodbye to your storage worries 

QUANTUM BIG FOOT 

1.2 GB E-IDE HARD DRIVE .99.99 

MAXTOR DIAMOND MAX 

2.5 GB E-IDE HARD DRIVE .149.99 

QUANTUM FIREBALL STRATUS 

3.2 GB E-IDE HARD DRIVE .179.99 

QUANTUM FIREBALL STRATUS 

4.3 GB E-IDE HARD DRIVE .199.99 


BEST VALUE 
COLOUR PRINTERS 

These inkjet printers represent the 
very best of the market offering 
quality and performance at a 
I ^ low price. Plus a FREE 

k bi-directional lead. 

I CANON BJC 250 ...137.99 

I ^ CANON BJC 4300 186.99 

^ CANON BJC 620 .219.99 

EPSON STYLUS 300 .137.99 

EPSON STYLUS 400 .165.99 

Includes Sierra Print Artist, Live Pix 
and Big Red Racing 

EPSON STYLUS 600 .219.99 

Includes Sierra Print Artist, Live Pix 
and Big Red Racing 

EPSON STYLUS PHOTO .349.99 

Photo quality printer with Live Pix editing software 
HEWLETT PACKARD DESKJET 400L ...117.99 
HEWLETT PACKARD DESKJET 690C .. .189.99 

We also stock a huge range of manufacturers ink 
cartridges, ribbons and toners. 

SOUND CARDS 

Want the best sound card choose Creative Labs, 
the inventors of Sound Blaster 
CREATIVE LABS PHONE BLASTER 

VOICE INT 28.8 79.99 

Combined 16 BIT Sound Blaster and 
28.8 Fax/Modem -t- speakers and Microphone 

SOUND BLASTER AWE64 VALUE .69.99 

SOUND BLASTER AWE64 GOLD .146.99 

Awesome sound quality, plays up to 64 instruments 
simultaneously. Up to £23 cashback on your old 
card, see pack for details 


FAX/MODEMS 

All our Fax/Modems come with the Special Reserve 
Internet Starter Pack including 30 hours/3 months on-line 

CREATIVE LABS PHONE BLASTER 

VOICE INT 28.8 79.99 

EXTERNAL 28.8 FAX/MODEM .54.99 

US ROBOTICS SPORTSTER 

EXTERNAL 56K MODEM .159.99 

DIAMOND SUPRAEXPRESS E 

XTERNAL 56K FAX/MODEM .99.99 

GAME CONTROLLERS 

DESTINY STEERING 
WHEEL 

& FOOT PEDALS 56.99 

True analogue steering, 
accelrator and brakes 




SAITEK X36 FLIGHTSTICK & 
THROTTLE ... 84.99 
Rotary controls, 14 digital 
inputs, 3 8-way hat switches, 
serial mouse control 




POWER PAD PRO JOYPAD 
19.99 

Analogue joystick and digital 
joypad 

MICE 


SPECIAL RESERVE MOUSE 
9.99 

2 button microswitched serial 
mouse with comfortable 
moulded shape 
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Special Reserve Discount Mail Order - 01279 600204 


Over 300,000 people have joined Special Reserve, the largest games club in the World. 
Regular competitions and coupon savings. Biggest Range, Best Service, Best Prices. 





The Special Reserve PC's 

Superb value with prices from just £999.99 including VAT 
Take out a personal loan @ 17.5% APR over 3 years 


£ 999.99 


The Special 
Reserve 
mAXX 3Dfx 


The Special 
Reserve 
ZZAP.net PC 


MAXX, AS THE NAME 
SUGGESTS, IS A 
FLAGSHIP AMONG 

— COMPUTERS. Massive 
HARD DRIVE, HIGHEST SPEED, BEST SOUND, LATEST SOFTWARE, TOP 
GAMES AND HUGELY POWERFUL 3DFX ACCELERATOR. 

A TECHNOLOGICAL DREAM MACHINE. 

P2 P300 MODELS ARE NOW AVAILABLE. 



Hand-built in the UK 

FROM LEADING BRAND 
COMPONENTS, THE ZZAP OFFERS 
RAW POWER AND AN ABUNDANCE OF 
FREE GAMES SOFTWARE, PLUS WORKS, EnCARTA AND 

Dictionary of The Living World. There’s even a built-in modem 

AND THREE MONTHS FREE INTERNET TIME. WE SINCERELY BELIEVE THAT 
YOU can’t buy a BETTER PC FOR UNDER £1000. 


• Massive 6400 MB Hard Drive 

• Twenty Four x Speed CD ROM drive 

• Sound Blaster AWE64 Value Latest Wave Table sound card 
with 64 voice polyphony 

• Diamond Viper V330 AGP 4 MB 230 Mhz graphics card 

• Diamond Monster 3Dfx 4 MB PnP 3D graphics accelerator. 

• Intel Atlanta AL440LX High performance Pentium II 
motherboard with 512k of pipeline burst cache 

• Intel Pentium P2 P266 or P2 P300 MMX CPU 

• ADI Provista 14” SVGA colour monitor with tilt & swivel stand 
and 2 year ADI on-site warranty. Optional 15" (add £50) or 

17” models (add £250) 

• 32 MB SDRAM DIMM 64-bit memory expandable to 256 MB 

• Screenbeat Maxim 250 Watt speakers 

• Swan Neck Desk Microphone 

• Windows 95 keyboard, mouse and mat 

• All software installed and also on CD except demo’s 

• One year warranty (2nd year £100) 

MAXX 3Dfx Software Pack 

• Windows 95 Release 2 • Microsoft Works V4 for Windows 95. Word 
Publisher, Spreadsheet & Database • Microsoft Encarta 96 best-selling 
Encyclopedia (UK version) Microsoft Fine Artist, Microsoft Wine Guide, Microsoft 
Dangerous Creatures • Three Dorling Kindersley CD’s. DK The Way Things 
Work 2, DK Encyclopedia of Science 2, DK Encyclopedia of Nature 2 • Creative 
Labs Sound Suite • Championship Manager 2, Formula 1 (Psygnosis), EF2000, 
Descent 2, Hyperblade and Mechwarrior 2 (most of these games are enhanced for 3D) 

• Special Reserve BIG 30 Games Pack listed under ZZAP PC. 

Additional Features of the Internet-ready 

MAXX 3Pfx.net version 

• Diamond Supra Express 56K Voice/Fax/Modem 

• 5 months FREE internet connection 

• Trio Software Answers your telephone, takes messages and sends 
and receives faxes 

The MAXX is available without the 3Dfx card, call 01279 600204 for details 


• 1200 MB hard drive 

• 16x Speed Creative Labs IDE CD ROM drive 

• Sound Blaster 16 Vibra Creative Labs sound card 

• Phone Blaster 28.8 Voice/Fax/Modem 

• Diamond Stealth 3D 2000 4MB Powerful graphics card 

• Gigabyte Intel Triton 3 VX MMX motherboard 

• 512k of Pipeline Burst Cache 

• Intel Pentium P200 MMX CPU 

• ADI Provista 14” SVGA colour monitor with tilt & swivel stand 
and 2 year ADI on-site warranty. Optional 15” (add £50) or 

17” models (add £250) 

• 32 MB Fast EDO RAM expandable to 256 MB 

• Creative Labs Stereo speakers 

• Windows 95 keyboard, mouse and mat 

• All software installed and also on CD except demo’s 

ZZAP.net Software Pack 

• Windows 95 Release 2 Microsoft's latest system • 5 months FREE internet 
connection via CompuServe, AOL, Line One, Virgin.net and Microsoft 

• Supervoice Software Answers your telephone, takes messages, forwards calls, 
alerts your pager, sends and receives faxes. 

• Carmageddon • Creative Labs Video Software and Sound Suites 
Special Reserve BIG 30 Games Pack containing Civilization, Formula 1 Grand 
Prix, Master of Orion, Sensible Golf, Zone Raiders, Archer Maclean’s Pool, B17 
Flying Fortress, Dogfight, F117A, Subwar 2050, Starlord, Machiavelli, F15 Strike 
Eagle III, Manic Karts, Lure of the Temptress, Iron Assault, Goal, Hand of Fate, 
Gunship, Jack Nicklaus Golf, Mig 29, Silent Service 2, Team Yankee, Championship 
Manager, FI9 Stealth Fighter, Ishar, Hokum KA50, Conspiracy, Campaign, Grand 
Prix Masters and playable episodes of Jedi Knight, Hexen 2, Tomb Raider, Duke 
Nukem 3D, Quake 2 & Swiv 3D 

Additional ZZAP-XS.net Software Pack 

For an additional £50 you can choose the ZZAP-XA.net. Retaining all the features of 
the ZZAP.net you get four top utility packages. 

• Microsoft Works V4 A leading integrated suite of applications including a user- 
friendly Word Publisher (Word Processor -i- graphics). Spreadsheet and Database 

• Microsoft Encarta 96 Best Encyclopedia • Microsoft Musical Instruments 

• Dictionary of the Living World CD 


INTEL PENTIUM 

EDO RAM 

EX VAT 

INC VAT 

10% 

36 MONTHLY 


TOTAL 

MHz CPU SPEED 

SIMMS 

PRICE 

PRICE 

DEPOSIT 

PAYMENTS OF 

APR% 

PAYABLE 

ZZAP.net .INTEL P200 MMX 

.32 MB 

...851.06 ... 

. 999.99 ... 

.99.99 .. 

.31.74 .. 

. ...17.5% 

...1242.63 

ZZAP-XS.net .INTEL P200 MMX 

.32 MB 

SDRAM DIMMS 

...893.61 ... . 

. 1049.99 

.104.99 .. 

.33.33 .. 

. ...17.5% 

...1304.87 

MAXX 3Dfx ...INTEL P2 P266 MMX 

.32 MB 

...1702.12 ... . 

.1899.99 

.189.99 .. 

.60.31 .. 

. ...17.5% 

...2361.15 

MAXX 3Dfx.net INTEL P2 P266 MMX 

.32 MB 

...1787.23 ... . 

. 1999.99 

.199.99 .. 

.63.49 .. 

. ...17.5% 

...2485.63 

MAXX 3Dfx ...INTEL P2 P300 MMX 

.32 MB 

...1914.89 ... . 

. 2149.99 

.214.99 .. 

.68.24 .. 

, ...17.5% 

...2671.63 

MAXX 3Dfx.net INTEL P2 P300 MMX 

.32 MB 

...1999.99 ... . 

. 2249.99 

.224.99 .. 

.71.42 .. 

. ...17.5% 

...2796.11 


Please add £25 carriage if purchasing by mail order. This includes upgrade to on-site warranty subject to area If purchasing from a Special Reserve Club Shop the warranty is covered 
at the shop and there is nothing to add to the above prices. Mail Order Sales Lines 01279 600204 open ‘til 8 pm. Options, fitting charges and carriage charges specified at the time of 
ordering can be added into the purchase price for the purpose of finance. All offers are subject to availability, prices and specifications may fluctuate. Personal loans are subject to 
status. Payment can be made by credit card, cheque or personal loan at 17.5% APR (3 years) or 17.9% APR (2 years) Loans can be arranged on the spot in our club shops. 



Gravis PC Controllers 


GRAVIS BLACKHAWK 
JOYSTICK .32.99 

iMoulded grip with hand 
rest. 4 quick response 
buttons, smooth action 
rotary throttle, 
heavy base 
with high quality components 


GRAVIS PRO JOYSTICK 
24.99 

Built in throttle control, 
five fire buttons 
including trigger 
button, 8 adjustable 

handle tension settings, _ 

non slip feet to ensure 
stability, 1.8 metre cable, foam padded 
handle plus free testing software 



GRAVIS GAMEPAD 
16.99 

Removable joystick 
handle, multiple 
button configurations 
including single shot and turbo fire, 
optional third and fourth button support, 
right or left handed control 


GRAVIS GAMPAD PR 
32.99 

10 program 
buttons for 
keyboard 
controlled 
games, fast 
interface for 
responsive control, self 
calibrating joystick handle 

and built in 2 player connector 




PlayStation Value ... 129.99 less £10* 

with TWO Sony Controllers, Sony Memory card 
and Playable Demo CD 

‘Deduct £10 off the price of any one item bought at the same 
time as a PlayStation and PAY LATER if your total purchase is 
over £250, subject to status 


ACTUA GOLF 2 92%.31.49 

ACTUA SOCCER 2 95% 29.99 

BROKEN SWORD 2 .29.99 

COLONY WARS 92% 37.99 

C&C - RED ALERT 96% .34.99 

CRASH BANDICOOT 2 .35.99 

CROC 90% .33.99 

DIE HARD TRILOGY 93% .36.99 

DUKE NUKEM .32.' 


INT'L S/STAR SOCCER PRO.35.49 

INT'L TRACK AND FIELD .18.99 

JURASSIC PARK - LOST WORLD 33.99 

MICRO MACHINES 3 26.99 

MOTO RACER 93% .33.99 

NUCLEAR STRIKE 92% 29.99 

ODDWORLDS: ABE’S ODDYSEE 34.99 
RESIDENT EVIL - DIRECTORS ...27.99 
STREETFIGHTER X PLUS ALPHA 31.' 


FIFA 98 - ROAD TO WORLD CUP 34.99 TEST DRIVE 4 .33.99 


FIGHTING FORCE 92% 

FINAL FANTASY 7 98% 

FORMULA 1 97 2 PLAYER .40.99 

G - POLICE 90% .37.99 

GRAND THEFT AUTO (18) .34.99 


35.99 TIME CRISIS + LIGHT GUN 90% 48.99 

.37.99 TOCA TOURING CARS 92% .35.99 

TOMB RAIDER 2 .36.99 

V - RALLY 95% 35.99 

WORMS 92% .19.99 


Special Reserve Big Club Shops 


BRISTOL 

351 Gloucester Road (A38), 
Bristol. 

1 'll miles from the City Centre 
and just up from Kwik Save 

Tel: 0117 924 5000 


CHELMSFORD 

43 Broomfield Road, 
Chelmsford, Essex. 

Just around the corner from 
the bus Station 

Tel: 01245 348777 

EGHAM 

168 High Street, 

Egham, Surrey. 

Near Windsor and Staines 

1 Mile from junction 13 on M25 

Tel: 01784 473444 

NOTTINGHAM 

164 Derby Road, 

i Stapleford, Nottingham. 

K 2 miles from junction 25 of the mi, 

k aSk near Kwik Fit and Pizza Hut 

Tel: 0115 949 1000 

SAWBRIDGEUfORTH 

The Mailings, Station Road, 
Sawbridgeworth, Herts. 

Not far from the Mil , just around 
the corner from the train station 

Tel: 01279 600399 


UPMINSTER 

209/213 St Mary’s Lane, 
Upminster, Essex. 

2 miles from junction 29 of the M25. 
Opposite Somerfield Supermarket 

Tel: 01708 225544 
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Annual Membership 

All for £6*00 



It’s easy to join, just phone 01279 600204 or send in the order form. 

There’s no obligation to buy anything, you can be any age, and it only costs £6.00. 

1. Thousands of products to choose from - all at big discounts, 
many at below trade price or under half price. There is no oblication i 
to buy and you can join at any age. 

2. Members receive 10 issues of our colour Club Magazines per 
year, including our full catalogue of over 2,000 discounted products 
and and great prizes to be won. 

3. Free Special Reserve Book of 2001 Cheats 

4. Over £200 worth of XS saver coupons for extra discounts 

5. AND choose any one of the FREE GIFTS below if you buy just one 
item at the same time as you join. All of our gifts are worth the membership fee or 
much more. You can extend (renew) your membership for £5.50 just to get more 
gifts if you want them. 

FREE MINI BOY KEYRING CONSOLE 

Minature hand-held console with 55 variations of 
4 classic games. Includes a Tetris style game 

OR FREE VIRTUAL MEGA PET I 

8 electronic virtual pets in one. Choose to look \ 
after an Alien, Bird, Dog, Cat, Dinosaur, Panda,' 

Penguin or Frog.'' 

OR FREE PERSONAL STEREO WITH 
HEADPHONES AND CARRY CASE 

Personal stereo cassette player with 
headphones plus a padded carry 
lase for tapes & accessories 




OR EIGHT GAMES FREE FOR PC 

Games include: Desert Strike, Jungle Strike, Actua 
Soccer semi-final edition. Normality Inc playable 
demo, Zool 2, Lotus 3, Toyota Celica GT Rally and 
Team Suzuki. ALL 8 GAMES ABSOLUTELY FREE 




OR SEVEN GAMES FREE FOR PC 

Games include; Civilization, Lemmings, 
Sensible Soccer, Elite, Frontier - Elite 2, Jimmy 
White’s Snooker and Zool. ALL 7 GAMES 
ABSOLUTELY FREE 


OR FREE CD WALLET 
(24 CAPACITY) 

Excellent for storing loose CD’s ideal for 
use in the home, car or office. 
Offers subject to stock availability. Other offers available. 
Overseas members add £2 postage 



Buy Now Pay Later - 0 % 

20% deposit and nothing to pay for 6 months 


You can buy anything from our catalogue or shops this way, providing your total purchase is 
between £250 and £750*. Subject to status 

After the six months payment holiday you can choose whether to pay off the outstanding balance or to 
commence monthly payments at 29.8% APR. Either way there's no interest at all for the first 6 months. 
That’s 0% APR. ‘For purchases over £750 we offer two or three-year fixed-rate personal loans from 17.5% 
APR with 10% deposit. We also accept cheques for immediate clearance. 


Visit one of our great shops for massive selection at rock bottom prices 
We guarantee the lowest price in town - by a full £2 
All our shop’s have PC upgrade and repair facilities 


Special Reserve 

01279 600204 


Or FAX YOUR ORDER ON 01279 726842 - We’ll fax back to confirm 
Open 9.30am to 8pm (Mon-Sat) 10am to 5pm (Sun & Bank Holidays) 


Members only - Join as you order - no obligation to buy anything 

Trial Membership just 50p (one magazine, one order) 
OR Annual Membership £6 (uk), es (ec) £12 (world) 

Annual Membership includes 10 Club Magazines and our Book of 2001 
Cheats. AND there’s a choice of fabulous free gifts if you buy just one item 
when you take out a £6 Membership. 

All prices include VAT and carriage to MOST UK mainland addresses. 

(BLOCK CAPITALS please) ULTIMATE PC 

Name & Address_ 


Postcode _ 


_Phone No_ 


Enter membership number (if applicable) or 
NEW MEMBERSHIP FEE (ANNUAL UK £6.001 


item 


item 


item 


ALL prices INCLUDE UK POSTAGE & VAT 

Cheque/P.O./Mastercard/Creditcharge/SwitchA/isa 


credit card 

EXPIRY DATE _ 


Overseas orders must be paid by credit card. Overseas surcharge £2.00 per item 

Hardware items (battery or mains) are only supplied to the UK mainland 


nevitably some products listed may not yet be available and prices may change. Please phone 01279 600204. Some items carry a £1 surcharge in our 


Immediate cheque clearance 
Cheques payable to Special Reserve at 
PO Box 847, Harlow, CM21 9PH 

shops. SAVE = Saving off full recommended price. Sent to press 07/01/98 Errors & Ommisions 




















































































































































mtlm has had sascess on many platforms 
past few years. This, the third ie the series, 
io change the face of racing small vehicles 
arsnnd enormens tracks. 


vehicles available. Not only that but 
they have added to the idea of 
miniature vehicles by creating equally 
exciting tracks and drivers for them. 
In fact there are 48 different circuits 
to race around, all in realistic 3D. 
Each require high levels of skill and 
daring to get round with plenty of 
obstacles, power-ups and features to 
add to the fun. 


Iready released for the 
PlayStation, MMV3 has been 
as successful as its predecessors, with 
its dramatic 3D design and excellent 
new tracks. We expect great things 
from the PC version, especially with 


nount of interest for this, 
e PC version; it is a really 
at multiplayer game full of 
ind frolics. 

Micro machines - tiny miniature 
vehicles that kids could carry around 
in their pockets - initially became 
popular over a decade ago now. Over 
the years they have struck licenses 
with many other companies, and now 





There are 48 different circuits to race 

around, ali in realistic 3D 


the 3DFX visuals that are planned for 
the game. When Codemasters released 
the game for the PlayStation it was a 
number one hit. The console market is 
obviously where these games excel, 
but there should be a considerable 


I notice that there is now a whole 
range of Star Wars micro machines to 
collect. With this in mind, the series 
of games, of which this is the third, 
have all the fun and excitement of 
the toys with a wide range of 




They are under starters orders... and they’re off. There are ioads of cooi vehicles to drive, from ice cream vans to these powerboats and heavy duty trucks. Micro Machines come alive in V3\ 
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PHf view 



I Shrunk the cars 

If you have ever seen Honey I Shrunk The 
Kids you will know the sort of 
environments we are talking about. All the 
objects are recognisable and pretty much 
everyday, but blown up to a massive scale 
in comparison to the vehicles. The many 
levels in the game are located in household 
environments like the kitchen, and even 
venture out into the garden with the odd 
trip to the beach. For example, there is one 
track called Destruction Dirtbox where 
players drive around the garden in a Mini 
trying to avoid the ponds and the sleeping 



Race across physics books and cereal boxes in 


dog. The beach levels are looking 
particularly good with deck chairs, dunes, 
spades and sand castles littering the place. 

Wacky racers 

On the vehicle front there are 32 different 
micro machine vehicles to try out. Each 
has its own handling characteristics; some 
are slower whilst others are more suitable 
to off-road racing. In fact this game is 
probably one of the most varied of racing 
games - you have powerboats, buggies, 
trucks, and even ice cream vans, the list is 
almost endless. 

There is such a great scope with this 
game for a major multiplayer Internet 
support feature, but as yet things haven't 
been finalised. With its top down view and 
small vehicles the game would run pretty 
quick over the Internet and could feature 
up to eight players, but we shall have to 
wait for the finished version to see what 
they have plumped for. This could be one 
of the main improvements over the 
PlayStation version so it may well do them 
good to make the most of it. 

Codemasters do seem to have made 
a few minor alterations to the game. 

The first thing I noticed was on one of 
the garden tracks, where, instead of the 
vehicle having to wait for a lilly to float 
across the pond, the monster truck hits 
a ramp and changes into a powerboat. 
This keeps the action going, but I kind 
of liked the idea of having to deal with 
the pitfalls of the environment. 





As you speed around tbe tracks there are plenty of interesting sites to see, some 
much more bigger than others. You wouldn’t get a princess near that frog for starters 


Spot the difference 

The main change from the older games is 
the inclusion of weapons that have been 
hidden on each of the tracks. This really 
does threaten to throw the whole nature 
of the game up in the air. What used to 
be a harmless racing game has now 
evolved into some sort of aggressive 
combat classic. Players simply drive over 
certain objects and then pick up wacky 
items like bonnet-mounted hammers to 
bash the opposition, mine layers and 
huge extendible grabbing devices. 

Micro Machines V3 is set to improve on 
its predecessors, giving a whole new range 
of tracks, vehicles and modes to play in. 
Who knows, it may be as big a success on 
the PC as it has been on the PlayStation. ■ 


T E C 

H SPECS 

PUBLISHER 

CODEMASTERS 

DEVELOPER 

CODEMASTERS 

RELEASE 

MARCH 

WEB SITE 

www.codemasters.com 

PLAYERS 

TBA 


PLAYING 


ATiTimHl 

Aside from the 
multiplayer options that 
are planned for the game, 
there is a range of games 
to keep even the most 
hard to please games fan 
interested for a good 
length of time. Players 
can opt for a simple 
head-to-head challenge 
over a number of tracks, 
choosing the number of 
laps and the character 
they want to be. 

Challenge pits players 
against five other keen 
competitors for even more 
mayhem, and for the more 
dedicated player there are 
Time Trial modes so they 
can set and break their 
own lap records 
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HERE’S ONE I 


As It seems to be the in 
thing at the moment 
Soldiers at War also 
contains a scenario 
editor, and a pretty good 
one at that It begins 
with a flat landscape, 
onto which you can add 
all manner of things, like 
an assortment of guns, 
mines, explosive 
weapons, ammunition, 
maps, blueprints, dog 
tags, and even keys. As 
custom scenarios can be 
played single or 
multiplayer, you will have 
to try put both side on 
reasonably equally, or it 
could be a very short 
game! There is plenty of 
equipment in there 
somewhere to really do 
justice to such an editor, 
so, the world is your 


ALl the figures are wonderfuLLy 
detailed and animated, they even 
LOOK like soldiers rather than small 
coloured blobs! All this goes on 
within a 3D isometric map, well 
detailed with a good assortment of 
debris. The control over map height 
level is well thought out too. It 


consists of a slider with seven points 
marked on it; click on the appropriate 
level marker and that level and below 
will be displayed. It gets over the 1 
can't see my unit now!' syndrome, as 
anything behind a building or wall 
will be visible. 

A lot of attention to detail has 
gone into the look of the game. The 
buildings are full of little touches, 
pictures on the walls, mugs and papers 
strewn on some tables, there are even 
potted plants in some houses. 

Make it so 

As far as options are concerned, the 
game can be configured very easily, 
with four levels of difficulty to choose 
from: Private, Captain, General, and 


Here’s year chenee te make a aame for yourself and take part 
ie a great adventure, with an assnrtment of weapons, vehleles, 
and a whole lot of very pretty hex-based landscapes. 


et in World War II, your job, 

I surprise, surprise, is to kill 
the enemy, plain and simple. Well, not 
quite so simple - they have better 
weapons, are generally better shots, 
and nine times out of ten have decent 
cover. But then, as I've said before, 
no challenge, no fun! 

The movement and combat system is 
a close copy of the X-Com method, in 
that each member of the team has a 
certain amount of points to either move 
or shoot at something. The movement 
has several advantages mind you, there 
are now three methods of moving - you 
can walk, run, or even crawl to the 
desired position, once there, a soldier can 
stand up, kneel down, or even lie down. 


oyster, so to speak 


A Stunning amnunt nf different missinns will keep the must strategy-hungry gamers glued tn the screen fur many, many hnurs - prnbably weeks' 
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Trainspotters and other cranks will be pleased to see a fine selection of austerity rolling stock 


lastly the Commando level, (not for 
the unwary, or the unstrategic!) 
Soldiers at War features a good 
selection of audio and video settings, 
like volume, and an off switch for the 
music, the sound effects and the 
gameplay voices. You can even change 
the speed of the animation, from what 
looks like a death march to a veritable 
whirr of legs and feet. There are also 
various game settings that can be 


Follow - this will literally make the 
screen follow each unit when moving. 

Pick and mix 

When starting a new game, the player 
is given the option of choosing from 
six (depending on the mission. It's a 
bit silly ordering a engineering squad 
to go behind enemy lines to sneak up 
and kill some military toff!) They are: 
Rifle squad. Sub Machine-Gun squad. 


A lot of attention to detail has gone Into 
the look of the game 



Heavy Machine-Gun squad. 

Engineering squad, and a Anti-Tank 
squad. There is one other squad too, 
which is a Custom squad. Clicking on 
this brings up a screen full of soldiers 
- in fact there are sixty, all with 
unique abilities, and any of which you 
can pick to be on the team. 

To make sure you don't get too 
bored. Soldiers at War offers fifteen 
campaign based missions as well as 
another fifteen separate missions just 
for your warring pleasure. ■ 


switched on or off to make play a 
little easier for a beginner, like night 
conditions. If this is set to 'on,' then 
there could be night missions to deal 
with... swell. 

Paths are a very useful function. If 
there may be two ways of getting to a 
point, one safe, and one through 
enemy territory, it's vital to know 
which way a unit is going before you 
send it. The paths option simply 
overlays the route the unit will take. 
With the enemy movement option on, 
each time a unit from the other side 
moves, you get to see it! It is one 
excellent way to find out the positions 
of the enemy. Then there's Screen 


You even get a chance to take out a battleship 





I know, let’s take off and nuke the site from orbit, that’ll sort ‘em out well and truly 


T E C 

H SPECS 

PUBLISHER 

MINDSCAPE 

DEVELOPER 

SSI 

RELEASE 

TBA 

WEB SITE 

www.ssionline.com 

PLAYERS 

1-4 



With this many trains around, 
who needs cars and buses? 
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PREview 





IN GOMTROL 

There is a good selection of 
controller options for 
people with their favourite 
gamepads or joysticks. It is 
easy to configure - simply 
follow the instructions and 
you are away. With so 
' many controllers out on 
: the market it is important 
that games support as 
many as possible 


strap yourself into the driviog seat of the oew ioiproved Race Pro. 
Fast, aggressive aod oiost importantly, ton. 


smtatos 


There are many options to 
choose from, such as 
which time of day you 
want to race at, 
the weather 
conditions 
and the 


Al is looking really good at the moment - just look at this goy cutting right in front! 


race or smash options. The smash mode 
makes the most of the game's excellent 
collision detection as cars career into 
each other and come out looking more 
like they have been in a demolition derby. 
But that is the aim of this mode; simply 
to smash up the opposition as bad as 
possible. The arena makes it look pretty 
similar to Destruction Derby, so fans of 
that game should be in for a treat. 

HiBdIlig 

Ultim@te Race Pro incorporates all the 
features from the previous editions as 


number of opponents. There are a number 
of tracks that seem more exciting when 
driven in the dark, especially the ones 
with sharp corners that jump out at you. 
Just like in TOCA, the weather conditions 
can change to make things difficult for 
the players and opposition, not that it is 
very easy to keep the car on the road 
anyway. The steering has been made very 
loose so you can't just throw the car 
about. Each corner has to be eased into, 
else it will simply flip and you will lose 
all those hard fought positions. In single 
player mode players can either choose 


n ltim@te Race Pro is the best 
new racing game we have seen 
this year so far. Last year's TOCA Touring 
Car and Need For Speed II put the 
elements of speed and driving action 
right to the fore, and Ultim@te Race Pro 
should be no different. Kalisto have 
developed a new 3D engine for this game 
which really gives the cars momentum 
and agility. The game itself is said to run 
at 25 frames per second, so you can 
imagine how that looks. 











































well a some impressive new ones. In 
addition to some new tracks there is 
also Internet support for the multiplayer 
mode. The cars can have either 
automatic or manual gearboxes 
depending on how lazy you are feeling. 



changes in direction and will flip right 
over at any opportunity. On corners 
though you have a hand-brake option 
now so that you can take them with 
ease. All of the sixteen cars available to 
drive are very powerful. Each has its 
own driving capabilities such as road 
grip, acceleration and top speed. It will 
take players a while to find which car 
suits them best, but at least there is a 
big choice. There is nothing worse than 
only having a few poxy bangers to 
choose from. 

Stay on track 

The new tracks bring the total up to 
18 in all. Within this number there is 
one training track - four tracks 


Kalisto have i^vElopeil a new 3D engine fnr this game 
which reaily gives the cars mnmentum and agiiity 


The handling seems pretty exciting at 
the moment. At such high speeds the 
cars are really responsive to any 


flipped and reversed but with 
different gameplay and atmosphere 
and the multiplayer arena for the 



smash level. To increase the 
multiplayer feature Kalisto have made 
sure they have added modem and 
Direct Play support. There will be an 
area on the Net for all the high 
scores and in-game chat too. All the 
tracks are looking quite good with 
plenty of variety and sharp corners to 
keep everyone on edge. 

Visual Appeal 

The game has been designed to 
support a number of accelerated 3D 
cards such as the Apocalypse 3D and 
many more. This really makes a 
difference to the look of the game. 

We caught a look at both the Power 
VR and the 3DFX versions and both 
look amazing. It makes the game very 
realistic and encompassing. The 
lighting effects are smart too; 
dynamic and generally very bright 
showing off the colours to the max. 
The new features such as lens flare 
, (often a very annoying addition), 
projected shadows for both cars and 
backgrounds, excellent transparency, 
sparks and smoke are already giving 
the game a good level of detail. The 
two camera views make the most of 
the visuals and give added excitement 
when right inside the car. 

Uitim@te Race Pro should be ready 
for release sometime in March and could 
well be one of the first big racing games 
released in 1998. But if this year is 
anything like 1997, we should see a 
whole bunch of excellent racers hitting 
the shelves by the summer. ■ 






As you can see, not all of the 
tracks are traditional racing 
circuits - the bridge over the 
river Quai anyone? 



I can’t tell whether this is frnm skidding or damage hut expect to see both anyway 


T E C 

H SPECS 

PUBLISHER 

MICROPROSE 

DEVELOPER 

KALISTO 

RELEASE 

MARCH 

WEB SITE 

www.ultimate.com/ 

PLAYERS 

1-8 



Rally your way around narrow 
and challenging tracks 
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PRIview 



rum the key, put yer funt dnwu and enter the wacky wnrid nf crazed racing fun. 




ANYWHERE 

AND 

EVERYWHERE 


Motor Mash isn't just a 
single computer game 
either; when If s released it 
will have a plethora of 
connection features too, 
like simple head-to-head 
racing with a null modem 
cable and a network set up 
- for those that have such 
a thing! The developers are 
also working on full 
Internet playability, for 
those who like sitting by 
themselves in the dark. 
There will actually be two 
versions available for the 
PC: one for DOS and 
another for Windows '95. 
The DOS version, as you 
can imagine, is not as 
impressive as the other but 
will allow those with older, 
not so powerful machines 
to enjoy the game. The 
Windows '95 game however 
will quite happily run on 
just about any resolution 
(as long as your card can 
handle it!) and will 
support 3D accelerator 
cards that use a Direct 3D 
k Interface, or Direct X 





here are lots of characters to 
I choose from - well twelve 
anyway - and hordes of Levels for your 
racing enjoyment. These characters consist 
of a number of far-out cartoon-like folk and 
here are some of them; Donovon Moon, the 
way out hippy dude on a love and peace 
trip man! He accidentally joined the race 
with his van, the Vibesville Express, 
because he thought they were a bunch of 
his fellow hipsters heading to Woodstock. 
Then there's Juan Cornetto, womaniser and 
ice cream van driver extraodinnaire! Action 


T E C 

H SPECS 

PUBLISHER 

OCEAN 

DEVELOPER 

EUTECHNYX 

RELEASE 

APRIL 98 

WEB SITE 

www.ocean.com 

PLAYERS 

1-4 



Stan, the military man is driving Two Ton 
Tessie -he has a need to work things out 
by shooting 'em. Colonel Smythe- 
Baggshotte-Smythe - the man who single 
handedly put numerous innocent beasties 
on the endangered list - drives the perfect 
off-road truck, the Jungle Jalopy, whilst 
Rohda Yeo, the curvaceous competitor, 
zooms around in her pick up, the Redneck 
Rover. Watch out she doesn't distract y'all! 
Seamus 07oole, driving the Irish Roller, will 
cater for all your DIY needs - usually with 
a big hammer! Then there's the Lovable 
Robert DeZero, the man with the big heart 
and the even bigger engine in the love of 
his life - his car Hunter. 

Differential tracking? 

With all these weird and wonderful 
characters, you will of course need an 
assortment of equally strange race tracks 
with which to earn yer stripes. All the 
tracks are in keeping with the general 


wackiness of the characters themselves, 
featuring mad creatures of all types, jumps 
and even some unusual power-ups. First up 
there's The City, where you can race round 
the skyline of a bright Lively city scene that 
never sleeps, make death defying leaps 
from rooftop to rooftop, leap tall buildings 
in a single boun... err, sorry - got a bit 
carried away there! Or how about racing 
The Wild West, where men are real men and 
the race circuits are just brill! This one's 
not for the unwary mind you; there are 
trains, boulders, oil derricks spitting out 
their wares and rickety old bridges to 
contend with. Nightmare is one track which 
will scare the willies off ya if you're not 
careful: it's populated with blood-sucking 
bats, giant pumpkins and deadly spiders, 
just to make you feel uncomfortable: 

ALL these things should make for a 
riot of a game, and Motor Mash looks like 
great fun, plus you can even have a four 
player game on the same machine! ■ 
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The UK’S 

BEST VALUE 
INTERNET 
PROVIDER. 

GUARANTEED. 


The Internet is evolving. 

Join the evolution with 
NetDirect. There's no better 
value Internet Service 
Provider - we guarantee it. 
Look at what we offer: 

• More top mentions in the 
leading Net magazine surveys 
than any other brand 

• Both 56Kbps standards and 
ISDN access at no extra cost 

• No engaged tones 

• FREE Microsoft 
Frontpage™ 98 Extensions 

• FREE 25 Mb Web Space for 
business or personal use 


OR WE’LL 


GIVE YOU 


YOUR MONEY 


BACK. 


FULL INTERNET ACCESS FROM: 


£8 


99 


PER MONTH 
(EXCLV.AJ) 


(Based on an annual 0345 subscription 
of £107.88 excluding VA.T). 


Fast!-proven high speed access 
34000+ newsgroups 
100% local call access 
FREE unlimited technical support 


BUSINESS USE? 

We also offer Domain Registration, Virtual Servers, 
ISDN Network Access and Leased Line Access Accounts. 
Call now for more information. 


FREE 5 POP3 mailboxes or 
unlimited SMTP mail 

No online charges 

FREE e-mail and www 
sub-domains 


CALL NOW 

For your 

FREE 

Internet 
software 
bundle. 



Internet 

Explorer 


Call us now for full information 

NETDIRECT INTERNET LTD. 

161-165 GREENWICH HIGH ROAD, 
GREENWICH, LONDON SE10 8JA. 
Telephone: 0181 293 7000 
Fax: 0181 293 6000 
E-mail: info@netdirect.net.uk 
http://www.netdirect.net.uk 
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Over the past fifteen years, David Braben has been 
respnnsible far same of the best and most popular computer 
games ever made. Who hasn’t heard of lllte, frontier, and 
Vires? We travelled to Cambridge to visit the headquarters 
of frontier Developments, and to get the low-down on the 
future of gaming from a man who has dune more than almost 
anyone to shape the way we play computer games today. 
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same. But what we've seen is that the 
entry level prices have more or less 
stayed the same... 


UK: Around £1000-£1500? 


DB: Yes, and what's happened is that 
the spec has crawled up. Now I think 
that's great from a development point of 
view, because it's good fun, but it's also 
a shame, because it excludes a lot of 
people from the PC, and it means it's 
not really a games machine. Because I 
think a PC... I mean what's ironically 
happened is because the PlayStation 
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UPC: As a writer of computer games, 
what do you think of the current trend 
towards hardware 3D acceleration? 


DB: Well, I think it's a bit of a shame 
really. We went through a period when 
PCs were actually really easy to set up. 
Those first few years after Windows 95, 
everything was rendered in software, 
and basically once you got Windows 95 
installed, your games would work. Then 
we went through a period where people 
were getting 3Dfxs, then it was "Oh, 
which 3Dfx drivers have you got?" You 
know? Because it's saying "Something... 


driver not installed" or our code is 
giving an error saying "Unable to create 
surface" or whatever. I'm sure you must 
have seen these errors? 


Oh, yes! 


DB: Well, the trouble is it's quite often 
a conflict, and it makes it very very 
hard for people to set up their 
machines. What I was hoping was that 
the price of the PC, as a target, would 
come down, what with them on sale in 
shops like Dixons or whatever, and that 
entry level machines would stay the 








«i't: 




w 



has now gone... wham! (Points at 
ceiling) You know? It's suddenly very 
attractive as a platform. I was hoping 
that was what would happen with the 
PC. And it may well do. It's sort of 
benefiting just by the fact that the 
PlayStation is doing so well, it's helping 
the platform. I'm not meaning to 
denigrate the games, there's a lot more 
you can do on the PC, it's just not a 
focused target. 

1 know that one of the things you 
are working on for your new game is a 
unified engine capable of working over a 
wide range of machines and platforms... 


DB: Yes, that's right. I think that's 
really quite important, because one 
thing that we found is, if you're going 
to try and support a wide range... You 
know the V2000 game we're working on? 

UPtrYes. 

DB: It has a PI20 as a base system, and 
with software rendering on that, 
compared to say a P200-300 with a 
hardware card, there's such a huge 
difference that we've had to rethink 
everything. So the way the game works 
is that everything is decoupled from the 
frame rate. I think there's nothing more 


frustrating than when you're playing a 
network-play game, and you've got your 
machine which is a super-whizzy, all the 
bells and whistles thing, and someone 
wants to log in with some flaky old 
machine from two years ago, and the 
whole game goes "Hurrggg!!" 

(Impression of sudden braking!) Because 
it's going at the speed of the slowest. 
Now, we've spent quite a long time 
addressing these problems, and decoupling 
all of the things that happen from real¬ 
time to game time, so what you're seeing 
on the screen is the same motion. You 
might see bigger steps, but everything's 
moving at the same speed; which means 




















that, and this is one of the major things 
that I think weVe addressed on the PC, is 
that the network play of V2000, if you 
plug in your P2 whizzy f**k-off machine, 
then you get beautifully smooth stuff in 
high-res, and whilst a P120 is still going 
as well, running in low-res or something, 
it's not holding up everyone else. 

So the game will still progress at 
the same speed, but at a lower frame 
rate on the lower spec machine? 

DB: That's right. I think that's much 
more the way to go. There are a lot of 
reasons for going for a unified system, 
but the nice thing is it means that 
game code has taken a step back, and 
the code internally is very clean, and 
very much easier to optimise - 
particularly for platforms like the 
PlayStation. You can squeeze that little 
bit extra out of it. 


differently capable. This goes back to 
what I was saying before. The problem 
with the complexity of the PC is that 
there is a lot of misleading stuff about 
the 3D cards. There are some that are 
sold as 3D cards which do the bare 
minimum, and they do that very 
slowly, and some cards which have 3D 
in their name... 


But which are not.. 


Yeah. And it's not just one 
manufacturer, it's quite a few. And the 
trouble with that is that people say, 
"Hey, your game's not using my new 3D 
accelerator card!" and you say "Well, 
what card have you got?" and you go 
"Oh god no..." 


And it turns out that it's not a 3D 
accelerator at all... 


have to check that everything works 
with it, and what we find is that the 
performance balance for one card is 
different for another card. Like, one 
card might do tranclucencies which 
are really spot on... 


The 3Dfx for instance. It seems to 
be better at that than the PowerVR. 


Yes, I've found that with the 
PowerVR. To be fair, it is a cheaper 
card, but there are a lot that we use 
that are much better. I mean 
obviously we get spoiled, because of 
the stuff we get sent. A lot of the 
forthcoming cards are getting better. 
I'm hoping that because of this 
setting up problem, and not knowing 
what to expect on the performance of 
your PC... and because PCs are now 
sold on - can you believe this, this is 
what gets me - the speed of the CD- 
ROM, and the processor speed. 
Obviously things that people use to 
identify their PC. It's a bit like the 
evolution of birds... 




I don't want to go into the 
PlayStation side of things too deeply, 
but it has been noticeable over the 
past year or so that more games that 
have come out are starting to take 
fuller advantage of the technical 
capabilities of the machine. I imagine 
the same sort of thing will happen 
with the PC. 

DB: Yes, I think it will. One thing 
that's exciting with the higher rate 
cards is that they are very very 
capable of a lot of things, but they are 


DB: Yes. Usually the problem is that 
it's just a card with a few useful 
features that help, but in practice it's 
not really a 3D card. 

Just extra graphics memory and so on. 

DB: Yes, that's right. Whereas at the 
other end of the spectrum you've got 
things like 3Dfx, which I think is 
excellent. It does all of the features 
that we want to use, and it does 
them without any fuss. But what 
we're finding as we're handling 
more and more cards, the 
problem is support. Because at 
the new software end of 
things we have to support a 
lot of the new hardware 
cards. Every few weeks we 
get another one and we 


!? (Quizzical look...) 

DB: ...they end up with these amazingly 
preposterous feathers, but they can't 
take off. So we get these really really 
high speed CD-ROMS, but the rest of the 
machinery is crap. But that's what it's 
sold on... I think one of the things that 
spoils it horrendously for games is the 
whole thing of the caching on 
the board, but that's hardly 
ever mentioned when you're 
buying a PC. Often if you 
ask the salesman, he'll 
have to go away and 
look it up! 



.jianaciaa a mma 

me was ooe of the most peputar 
games ever, eut-selling its rivals 
twe for one. It was run on almost 
every BBC Micro ever made! 
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Assuming he knows where to look 


- w Yeah! So I think with the hardware 
cards, it's a similar sort of thing. Your 
readers just don't know what they're 
getting. They're all different, and if you 
have a piece of code that's written 
absolutely specifically... and I don't just 
mean the code, I mean the game design 
and everything, how much translucency 
you use, whatever, then you could get a 
lot more out of the card. But the trouble 
is, realistically a game has to work with a 
cross section of cards. 


Yes, I agree. In fact when we try 
out games, we usually make a point of 
testing them on a range of machines, 
with and without cards, to check their 
minimum specs. We have noticed that 
those minimum specs seem to be 
creeping upwards though. 






DB: That's something I have been 
conscious of as well. On the one hand*, 
it's good to drive the minimum spec up, 
because it means you can do more, but 
my view is let's try and keep the 
minimum spec down, but then make use 
of it. Because quite often gameplay is 
pretty unaffected by the speed of the 
machine, you know? It's just what you 
see graphically, and that's more the 
game than the machine anyway. 


There does seem to be a thing of 
'speed versus handling' going on at the 
moment, doesn't there, where a lot of 
games are lightning fast, but not that 
much fun to play. 


That's why I like the PlayStation, 
TecauselS^ringingTIie'^cusTacIc onFo 
gameplay. The nice thing about the 
PlayStation - I'm sorry, I know you didn't 
want to talk about that - but the nice 
thing about it is that it is a constant 
platform, and therefore you're not trying for 
the one-upmanship, you know? 'Oh let's 
make our base machine a P2-300.' I mean 
obviously that wouldn't be practical, but 
that's what some other developers I've 
heard are talking about. If a game isn't 
going to be released for another eighteen 
months, then that's going to be the 
minimum spec. I think the trouble with 
that is that it's causing a lack of faith in 
people. You know, if I wasn't in the 
business. I'd be very reluctant to buy a 
serious machine now, because in a year 
from now, it'll be obsolete, and it's a lot of 
money to spend. If you're spending one or 
two grand every year to keep your machine 
on the leading edge, then it gets ridiculous. 
I mean you could buy what? Ten new 


■ PlayStations every year for the same price! 

IS- I couldn't agree more. I have an 
older machine myself, and I can't afford 
to upgrade it. 


DB: Well I don't know how much of it is 
myth, but as I understand it, people with 
older machines tend to have older games, 
they make fewer purchases and buy fewer 
games. Now, I know it sounds terribly 
mercenary, but we're running a company, 
and we've got to make that kind of link. 


Yes I suppose it's true that someone 
who can afford two grand for a computer 
can probably find forty pounds or so for a 
new game. 


Exactly, and that's the shame. That's 
why I think it would be really nice to 
have a fairly standard PC platform. Even 
if the industry were to say, specify the 
platform, so you could have it say on 
the box 'this is a high-end PC'... but I 
know that's fairly unrealistic. 


U C, To what extent do you think 
Microsoft are to blame for this? 


DB: Oh, very much. I get quite annoyed 
that a fairly powerful laptop still has 
trouble running later versions of Word. 
You know? I mean, it's a word processor, 
it's just text - why is it going slowly? 
You know, you've got this really butch 
machine, the sort of thing that was a 
University computer only a few years 
ago, and it's having a hard time pushing 
text around... 


- One of the most common readers' 
complaints that we get is. This game 

















won't run on my machine!' So you ask to turn around to their benefit and it's 

what system they have, and they are an amazing marketing achievement, but 

running Windows 3.1. Of course, the game really quite depressing - people say 'Oh 

will only run with Windows 95, so they're but I don't need the next version of 

stuck. And now with Windows 98 coming Word', whether it's 5 or 6. But by putting 

out soon, needing 32 megs just to run it... the year in it, they make it appear 

obsolete, it becomes a franchise. It's 

DB: Well, looking at it one way, Microsoft like with Grand Prix games, all they do 

are doing a very good job. They are, is change the drivers, and call it a new 

ironically, trying to make their own game. A few years ago we'd have done 

products obsolete, just so they can that with a mission disk, but they can 

redefine the standard. Now, they can put sell it now for forty-odd pounds. It's 

'98' after all their packages, and people become a franchise, 

are going to feel inadequate if they've 

only got 'Word 97', when actually there * David Braben, thank you for taking 

are so many features in Word that most the time to talk to us. I'm just sorry 

people just don't use, what are you there is not more space to finish off 

buying? That's the irony. They've managed this interview properly. B 



All, wtiat fetid meaieries ef a misspent yentP tPIs PeniPle screensdst r^ails. liPe 


many sttiers, i can blame [life for nearly making me fail my A-lefels. Twice, in fact 
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SHOWcase 



Publisher: Interplay 
Developer: Promethean Design 
Release: April 
Web Site: ww.vrsports.com 
Players: 1-S 


Enter a world nt 3BI degree eiid air spins, killer whales, fast and fnrions 
racing and some gergeens graphics. 


JUST A 

TWIN SIWI 


One thing that can really 
make a difference to the 
performance of either of 
the boat designs is the trim 
function. This alters the 
angle at which the engine 
hits the water, which in 
turn will either pull the 
bow out of the water or 
drop deeper into it. What 
this does in terms of 
handling is offer higher 
speed and decreased 
cornering performance 
when the trim is set one 
way, and slower speed and 
far tighter bend capability 
when set to the other. It 
also helps to keep the boat 
upright when taking jumps 




O ffer all the clones I've seen and 
played over the last few 
months, it really is a pleasant surprise to 
be given something different, something 
with a little originality to put pen to 
paper about. Interplay have a damn good 
track record for delivering the goods as 
far as entertainment is concerned, and 


Powerboat Racing looks to be no 
exception. Based around the not-quite- 
so-well-known sport, the game offers a 
multitude of tracks and powerboats to 
give the player a seriously immersive 
(groan!) experience in the wacky world of 
water sports. As my father once had the 
skill to become national champion some 
years ago - aside from earning numerous 
cups and trophies - I inevitably spent 
many years around powerboats (born 
and bred on a small island to boot!), 
and to that end I consider myself 
reasonably 'in the know' so to speak. So 
I was most impressed when I realised 
that the handling of the various boats 
was pretty realistic, and of course the 
fact that it's a pure racing game rather 
than a shoot-'em-up with boats like 
another I could mention. 

There are two types of powerboat to 
race; the first is a pretty standard 
monohull design, these have reasonable 
speed and good handling. The other is the 
racing catamaran configuration which are 
really fast, but don't have anywhere near 
the same handling. In each class there are 
half a dozen or so choices of boat, the 
main differences being slight top speed 
and acceleration configurations. 

Planes, trains, 
and pnwerbnats 

There are eight tracks on offer, each 
consecutively harder than the previous. 
They are New York, Norway, Russia, 





Just as the race was about to start, Jett remembered that he had an appointment with his doctor to try and cure his aversion to water! 
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FLY 

DAMMIT FLY! 


You've probably noticed 
that I've mentioned a fair 
bit about jumps so far, 
well I really ought to 
explain a little more about 
them, as they can be a 
touch tricky if you're not 
careful. If you hit them at 
full speed with the bow in 
the air, the boat will spin 
backwards, usually ending 
in a crash. But the trim 
can be altered while in the 
air too, lifting or dropping 
the bow to allow 


Nevada, England, Amazon, Japan, and 
finally Monaco. The first. New York, is by 
far the easiest, based in and around the 
dock area, with such obstacles as small 
ships, anchored pontoons, and a dumped 
car! (If you start quick enough you can 
even see it drive off the quay and ditch 
in the ogin!) If you manage to qualify 
by placing first, second, or third, then 
this opens up the next track; Norway, a 
cold, ice-strewn circuit with some 


overhanging plant life and secret hidden 
ways. A course not to be taken lightly! 
Well not to ruin all the surprises for you, 
I think ITl stop there and leave the rest 
for you to find out about yourselves. 

Pretty as a picture 

The graphics, as you can see, are pretty 
damn impressive, with all the touches 
you'd expect from a game supporting 
3DFX hardware acceleration. The water 


I was most impressed when I realised that the 
handling of the various boats was pretty realistic 


challenging corners and a hang glider if 
you're lucky. The third course, Russia, is 
where it starts to get a touch harder, 
with a series of tricky ninety degree 
bends and some excellent jumps. 

Nevada, as you can probably imagine, is 
rather bleak, in as much as the course is 
set in a long and winding canyon, 
hemmed in by sheer, formidable walls on 
either side. You have to watch out for 
the jumps though, well, two in 
particular actually. (I found out the hard 
way of course!) They come at you after a 
couple of tight and demanding bends; 
the first is easy enough, a simple jump, 
but unfortunately the boat lands almost 
directly in front of the next, giving you 
very little time to adjust the trim, and 
unless the boat is set up for them you 
will find yourself upside down in the 
drink. Excellent! Then we come to good 
ol' blighty, for the next course is set in 
England, and by the looks of it probably 
the Lake District or somewhere very 
similar. The background captures the 
classic English countryside beautifully - 
rolling hills, marshland, riverside pubs 
and the occasional fisherman. (Not that 
you'll be able to see any of this while 
hammering past them at a high rate of 
knots!) A very challenging course 
indeed, some very nasty corners, and 
some exceedingly thin waterways - in 
some places there was just enough room 
to fit one boat, let alone two! The 
Amazon track is one of the most 
mysterious of them all, full of dense. 


itself is gorgeous, fully texture mapped 
with full reflections, while still being 
able to see through it. The Norway 
course proves this wonderfully as you 
can see what looks like a killer whale 
swimming under the surface following 
the racers, occasionally showing itself by 
leaping over the jumps. (You know, just 
like the end of the Free Willy movie!) ■ 



The driver decided that if the whale ahead 
was going to stay on the surface, he was 
definitely going way, way under the water 


controlled landings. If you 
can master that then there 
is an ultimate pose 
opportunity available in 
that if you approach the 
jump with the hull in the 
water, then as you hit the 
jump pull the bow sharply 
up, it is possible to 
complete a three hundred 
and sixty degree spin in 
mid-air! That should 
impress yer mates for 
sure! The other weird 
thing is the submarine 
manoeuvres that are 
possible. After taking a 
jump, if the bow is 
pointing down, the whole 
boat will torpedo into the 
water for a good few yards 
before casually re- 
emerging with a splash 
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though? Tomb Raider II, perhaps? 
Or ceuld it be the outrageees 
Carmageddoo? Well, the time has 
come to tied out. The ballot papers are 
io, the vetes have been counted and here, 
in reverse erder, are the Ultimate PC 
Reader’s Top SO games ef 1S97. 
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THESE ARE YOUR AWARDS AHD THEY CORLDH’T HAVE 
HAPPEHED WITHOUT YOH, SO OUR THAHKS TO EVERYDHE 
I WHO COMPIETED THEIR FORMS AHD SEHT THEM IH 


50 Feeble Files 

Publisher: Adventuresoft 
UPC Position: 45 
UPC Score: 90 

Packed with the same wicked humour as 
Adventuresoft's Simon the Sorcerer titles. 
The Feeble Files, boasting the voice of 
Red Dwarf's Robert Llewelyn, has proved 
an endearing graphics adventure game. 
It features some detailed environments, 
dozens of zany characters to interact 
with and some tough puzzles to solve. 


48 Overboard 

Publisher: Psygnosis 
UPC Position: N/A 
UPC Score: 79 

Use cannon balls, lasers, or even flame¬ 
throwers to give your rivals that sinking 
feeling in this entertaining pirate ship 
shoot-'em-up from Liverpool-based 
Psygnosis. Embark on hazardous missions 
in the one player game or take on a 
friend in a ship-to-ship deathmatch. 

Don't be fooled by the graphics and the 
sea shanty music, it isn't just child's play, 
it's a game for everyone. 


48 Premier Manager 87 

Publisher: Gremlin 
UPC Position: N/A 
UPC Score: N/A 

Although the stats in the game were 
not nearly as good as they should have 
been, this most recent release in the 
long running series of Premier Manager 
titles boasts full match highlights, 
commentary from Barry Davies, all 92 
teams from the English divisions and 
the option to play as coach, manager, or 
even as a club accountant! It's not a 
patch on Championship Manager 2 , but 
it's the leader of the chasing pack. 


47 Atomic Bomberman 

Publisher: Interplay 
UPC Position: N/A 
UPC Score: N/A 

Bomberman returns to our screens in 


this fantastic new offering from 
Interplay. With a full compliment of 
multiplayer options, new levels, traps, 
weapons and special abilities, this ranks 
as the best Bomberman outing yet. It 
can't match Quake II, but there's few 
other games that can beat the frenzied 
multiplayer action in this entertaining 
blast-'em-up. 

48 Turok: Blnosaur Hunter 

Publisher: Acclaim 
UPC Position: N/A 
UPC Score; 88 

Having already impressed on the 
Nintendo 64, a 3DFX version of 
Acclaim's Turok: Dinosaur Hunter duly 
arrived on the PC. Huge, detailed 
environments, a host of monsters, 
perplexing puzzles and loads of weapons 
make this one of the best first-person 
perspective shoot-'em-ups. It hasn't got 
the multiplayer appeal of Quake II, but 
as a one player outing it's as good as 
they come. 

45 Bark Reign 

Publisher: Activision 
UPC Position: 39 
UPC Score: 83 

3D terrain and a map editor helped 
make this one of the better C&C clones 
to appear last year - although 
unfortunately for Activision, the game's 
release coincided with that of GT 
Interactive's superior Total Annihilation. 
Dork Reign features large environments, 
a challenging AI and a full range of 
multiplayer options. 


44 Imperialism 

Publisher: Mindscape 
UPC Position: 34 
UPC Score; 90 

As one of seven 'super' powers, players 
of Mindscape's Imperialism must try and 
conquer the world through political, 
economic, or military means. Having 
sussed their friends from their enemies. 


players must trade with rival nations, 1 

sign treaties and wage war with those 

that stand in their way. The political 

side to the game works extremely well i 

and there's a lot for strategy fans to 

get stuck in to. 

43 ENtreme Assault 

Publisher: Blue Byte ^ 

UPC Position: N/A 
UPC Score: N/A 

The first of two entries in the Top 50 for 

Blue Byte is the arcade-style helicopter i 

shoot-'em-up. Extreme Assault. With the 

emphasis firmly placed on action and I 

entertainment rather than simulation, ^ 

Extreme Assault is for those after 

uncomplicated blasting action. 

42 NHL ‘88 

Publisher: Electronic Arts 
UPC Position: N/A 
UPC Score: 86 

Ice hockey is reportedly growing in 

popularity in the UK, something which 

could go some way to explaining this 

strong showing from Electronic Art's 

NHL '98. With all the real teams, ^ 

players and stats from the NHL, plus 

fast action, great graphics and superb 

presentation, NHL '98 has everything i 

gamers have come to expect from EA's 

sports range. 

41 Bark Earth ' 

Publisher: Microprose 

UPC Position: 40 1 

UPC Score; 89 

Set in a world shrouded in darkness. 

Microprose's Dark Earth is an ^ 

atmospheric adventure game that boasts 

some stunning graphics, a gripping 

storyline, mind boggling puzzles and a ^ 

wonderful cast of characters with which 

players can interact with. As the game's 

hero, Arkan, players must survive , ^ 

numerous traps, hazards and live 

through plenty of scraps if they want to 

emerge from the dark in to the light. ^ 
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I 40 Warlords III 

^ Publisher: Red Orb Entertainment 

UPC Position: 33 
UPC Score: 87 

Red Orb's third installment of the 
Warlords series proved to be one of 
1997's more popular strategy games. 

Set in a fantasy world inhabited by 
^ goblins and dragons, players, starting 

. with just one city, have to manage 
their resources, build up armies and 
defeat six other rival powers to 
conquer the land. 

39 International Rally 

cnampiDnship 

^ Publisher: Europress 

UPC Position: 29 
UPC Score: 87 

V\/hen run with the pov/er of a 3DFX 
graphics under its bonnet, there's few 
racing games on the PC that can match 
the high speed thrills of International 
^ Rally Championship, There's numerous 

different race tracks and vehicles on 
offer in the game and a unique track 
\ editor which allows players to design, 

i create and race on their own courses. 

There's also multiplayer support through 
either a network, or direct modem-to- 
modem link-up. 

* 38 CommanGhe 3 

Publisher: Novalogic 
UPC Position: N/A 
^ UPC Score: N/A 

1 There's surprisingly few flight sims in 

the charts, but Commonche 3 polled 
^ enough votes to secure Novalogic its 

only entry in the year's Top 50. 
Graphically and technically the game is 
I hard to fault. The only two serious 

criticisms that can be levelled at the 
game are that there could have been 
^ more missions and the multiplayer 

options only support two players. 

[ 37 Blooit 

^ Publisher: GT Interactive 

UPC Position: N/A 
^ UPC Score: N/A 

Go head-to-head against zombies, 
gargoyles and other hideous creatures of 


the night in this first-person 
perspective shoot-'em-up that more 
than lives up to its name! Plenty of 
blood will have to be spilt if players are 
to reach the last of the game's 42 levels 
and come through the other end in one 
piece. Should players finish the game, 
they can always create their own with 
the map editor and take on seven of 
their mates via LAN. 


30 Abe’s Oddysee 

Publisher: GT Interactive 
UPC Position: 21 
UPC Score: 92 

GT Interactive's number one PlayStation 
hit didn't have quite as big an impact 
on the PC when it was released late last 
year, but it still notched up enough 
votes to nudge its way into the top 
forty of our Readers' Awards. With one 
of the most charismatic lead characters 
ever created, some demanding puzzle 
elements and great graphics, Abe's 
Oddysee is much more than a 
traditional platformer. 


35 Moto Racer 

Publisher: Electronic Arts 
UPC Position: N/A 
UPC Score: N/A 

Optimised for use with a wide range of 
3DFX graphics cards, Moto /?ocer finally 
proved that arcade-style motorbike 
racing games can work on the PC... and 
in some style. With two types of bike, 
numerous, varied tracks, stunning 
graphics and all the high speed thrills 
you'd expect from one of the world's 
most exhilarating sports, it's no surprise 
to find this game in the Top Fifty. 


34 Mtcroson night ‘98 

Publisher: Microsoft 
UPC Position: 18 
UPC Score: 90 

If you've ever dreamt of flying over San 
Francisco Bay, or flying upside down 
through the Eiffel Tower, then Flight '98 
can help you realise those dreams. With 
hundreds of accurately recreated 
locations from all around the world, 
flight fans can fly almost anywhere in 


the world and enjoy the scenery as if 
they were really there. With variable 
weather conditions, realistic flight 
models and the opportunity for players 
to fly 'en masse' via the Internet, this 
is a must for those with their heads in 
the clouds. 


33 Interstate ‘7B 

Publisher: Activision 
UPC Position: 36 
UPC Score: N/A 

Groovy tunes, customisable cars and 
dozens of different weapons all combine 
to make Interstate '76 one of the best 
action racing games around. Players 
have complete freedom of movement 
around the massive race areas and can 
tear around in several different cars 
trying to blow up their rivals. Internet 
and network support make it one of the 
best multiplayer games around. 

32 Aetna SGGcer 2 

Publisher: Gremlin 
UPC Position: 22 
UPC Score: 90 

A huge improvement on the original 
game, Actuo Soccer 2 could well have 
advanced its position v^ere it not 
released so late in the year. An arcade 
footy sim, the game boasts fast flowing 
action, smart graphics and superb 
commentary. The game's simplistic style 
makes it much easier to get in to than 
Electronic Art's FIFA '98, but the 
gameplay is more limited. 


31 Star Trek Generatinns 

Publisher: Microprose 
UPC Position: N/A 
UPC Score: N/A 

Microprose step into the action 
adventure genre once more with this 
latest Star Trek game. Based on the film 
of the same name, Star Trek Generations 
allows players to take control of 
characters such as Crusher, Ryker and 
even James Kirk himself as they try to 
solve the perplexing riddle of the Nexus. 
With voice-overs from the real actors 
and actresses, the characters in the 
game have a real weight to them. 
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aoCloseGombatZ:, , 

A Brioge Too Far 

Publisher: Microsoft 
UPC Position: 32 
UPC Score: 87 

Based upon Operation Market Garden, 
the Second World War campaign 
immortalised by the film A Bridge Too 
Far (hence the game name), 

Microsoft's Close Combat 2 is a real¬ 
time war game of the highest order. 
There's traces of resource management 
in the campaign game, but mostly 
players must concentrate their efforts 
on marshalling their troops well 
enough to keep them alive and 
capture key locations. 

2911 Racing Sim 

Publisher: Ubisoft 
UPC Position: N/A 
UPC Score: 87 

Although Kick Off 98 proved a major 
disappointment Ubisoft more than 
made amends with this excellent 
Formula 1 offering. FI Racing Sim, 
whilst not the highest placed racing 
title, is arguably the best Formula 1 
title since Grand Prix 2 and boasts great 
graphics and fast, exhilarating racing 
action. All the real teams, drivers and 
tracks from the 1996/1997 season are 
in there for race fans to enjoy. 

28 Redneck Rampage 

Publisher: Interplay 
UPC Position: 50 
UPC Score: N/A 

Interplay's hillbilly shoot-'em-up. Redneck 
Rampage, uses the Duke Nukem 3D engine 
to good effect in this riotous first-person 
perspective blast fest. The Duke Nukem 
3D engine may be a tad dated, but by 
adding dozens of humourous touches the 
developers have come up with a game 
that's just as entertaining as some of its 
more technically superior contemporaries. 

27 Incnbatinn 

Publisher: Blue Byte 
UPC Position: 20 
UPC Score: 91 

Blue Byte notched their biggest hit of 
the year with the release of the turn- 


based strategy title. Incubation. 

Guiding a crack team of space marines, 
players of the game must fight off 
hoards of aliens using a mixture of 
tactical know-how and an awesome 
array of military firepower. The easy- 
to-use icon-driven control interface 
makes the game simple to get in to, 
and with over thirty missions to 
complete there's plenty to keep players 
occupied. Up to four people can take 
part via the Internet. 

28 Myth 

Publisher: Eidos 
UPC Position: 9 
UPC Score: 90 

A touch of resource management cqjuld 
well have lifted this thrilling real-time 
war game a little further up the 
charts. With 3D units and terrain, real 
line-of-sight and a multiplayer 
network game, the omission of any 
resource management and the 
apparent flaws in the campaign 
structure can be the only reasons for 
the game's disappointing showing. 

25 FIFA IJ-j j jp j Qjp 

Publisher: Electronic Arts 
UPC Position: N/A 
UPC Score: 91 

The fact that FIFA '98: RTWC was only 
on sale towards the end of the year may 
explain the game's disappointing 
showing in the charts. Excellent 
graphics, flowing action, intuitive 
moves, interesting commentary and the 
chance to play the World Cup with all 
the real teams and players should surely 
have guaranteed the game a spot higher 
up the charts? 

24 Rroken Sword II 

Publisher: Virgin 
UPC Position: 23 
UPC Score: 92 

Virgin chart their first entry in the 
Top Fifty with this sequel to the best¬ 
selling point 'n' click adventure game. 
Broken Sword. Developed by 
Revolution, the game can be enjoyed 
by everyone thanks to the witty script 


and cartoon-style graphics. As the 
golden-haired George Stobbard, 
players must use their wits to solve 
puzzles and get out of numerous 
sticky situations. 

23 Screamer Rally 

Publisher: Virgin 
UPC Position: 30 
UPC Score: 88 

Following in the slipstream of 
Screamer I and II, Italian developers 
Milestone scored yet another hit for 
Virgin Interactive with this, their 
third Screamer title. With demanding 
tracks, several different cars, a two 
player split screen or network option 
and three levels of difficulty, there's 
more than enough in the game to 
keep race fans happy. 

22 Sid Meier’S Gettysburg! 

Publisher: Electronic Arts 
UPC Position: 10 
UPC Score: 90 

Sid Meier proved he's lost none of his 
magical touch with this stunning real¬ 
time American Civil War game. Set 
during the Battle of Gettysburg, 
players can either fight key 
engagements or the whole, gruelling 
campaign as the Confederates or 
Unionists. Although retaining a high 
level of strategy, the game's intuitive 
controls and wonderful graphics ensure 
it's a title for all, not just the die-hard 
war gaming fraternity. 

21 Hexeu 2 

Publisher: Activision 
UPC Position: 5 
UPC Score: 91 

By using an enhanced version of the 
Quake engine, the developers of Hexen 
II, Ravensoft, were able to give the 
game the same multiplayer options as 
Quake. The game also sported a much 
improved one player option. As before, 
players could choose from one of four 
different character classes, each with 
their own skills, strengths and 
weaknesses. Improved AI, better 
graphics and enhanced sound made 
this a tasty proposition. 
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20 Resident Eiril 


Virgin's. With 3D terrain, more units 
and greater control over them, Total 
Annihilation overtook Command and 
Conquer as the champion real-time 
title, but can it stay there? 


classes, huge locations to explore and 
network, modem, or Internet 
multiplayer options. The game's dark, 
gothic-like graphics give it a wonderful 
atmosphere, which the moody music 
complements superbly. 


Publisher; Virgin 
UPC Position: 24 
UPC Score: 92 

Despite the game's release being long 
overdue. Virgin still secured their 
third position in this year's Top Fifty 
with this excellent conversion of 
Capcom's classic PlayStation hit. 
Zombies, killer dogs and giant flesh¬ 
eating plants all await in this chilling 
third-person perspective action 
adventure game. 


Publisher: Electronic Arts 
UPC Position: 14 
UPC Score: N/A 

Bullfrog consolidated their reputation 
as one of the world's premier 
development outfits with this superior 
follow up to Theme Park. Detailed 
high resolution graphics and a heavy 
dosage of humour ensured the game 
had all the charm of its predecessor, 
whilst the game's level-based 
structure gave it much more direction 
and purpose. 


10 little Rig Adventure 2 

Publisher; Electronic Arts 
UPC Position: 27 
UPC Score: 85 

Explore the huge world of Twinsun in 
this epic sequel to one of the best 
action adventure games of all time. As 
Twinsen, you must embark on a 
dangerous mission to find out why all 
the wizards in the land have been 
disappearing. By using cunning and 
guile (as well as a bit of force) you 
must solve puzzles, overcome 
obstacles and defeat the bad guys. 

The game features a great music score, 
hours upon hours of gameplay and one 
of the most charismatic heroes to 
grace the PC. 


Publisher: Red Orb 
UPC Position: 28 
UPC Score: 91 

The sequel to the million-selling 
Myst, Riven scored an impressive 91% 
in issue four of Ultimate PC. A 
compelling graphic adventure game 
packed with cryptic puzzles and some 
of the most stunning locations seen 
in a game. Riven polled just enough 
votes to nudge Resident Evil out of 
the top 20. 


Publisher: Virgin 
UPC Position: 42 
UPC Score: 78 

A triumph for gameplay over gloss. 
Virgin's Ignition has to be the surprise 
package of this years awards, having 
amazed us all by claiming a highly 
commendable twelfth position. Higher 
profile releases such as FI Racing Sim 
and Screamer Rally have been left 
trailing in the game's slipstream thanks 
to its fantastic, uncomplicated arcade 
gameplay and impressive 3D graphics. 


Publisher: Virgin 
UPC Position; N/A 
UPC Score: N/A 

Following the phenomenal success of 
Command and Conquer came Red Alert - 
with more missions, more units, bigger 
maps and, most importantly, full 
multiplayer Internet support. All this, 
plus improved graphics, made it the 
best game of its kind, at least until 
Total Annihilation came along anyway! 
With C&C: Tiberian Sun and Total 
Annihilation 2 both in development, the 
war is far from over though! 


Publisher; Virgin 
UPC Position: 8 
UPC Score: N/A 

Although X-Wing vs TIE Fighter is by no 
means flawless, it was and remains an 
entertaining space combat sim and 
clearly gets the UPC Readers' approval as 
it blasts its way in to the number 18 
spot. The game boasts a wide array of 
different ships and weapons, dozens of 
missions and Jon Williams' fantastic 
music score. As well as this, players can 
team up, or go head-to-head for some 
epic multiplayer confrontations. 


11 Age of Empires 

Publisher: Microsoft 
UPC Position: 6 
UPC Score: 87 

Microsoft, keen to establish itself as 
a reputable games publisher, has 
done itself no harm with the release 
of the engrossing Age of Empires. By 
fusing resource management, real¬ 
time strategy and intuitive gameplay 
and setting it in a wonderfully 
animated world, the giant software 
company invented a game that's easy 
to play, but hard to tear yourself 
away from. A classic game that's 
unfortunate not to make the top 10, 
perhaps for the sequel next year? 


Publisher: GT Interactive 
UPC Position: 7 
UPC Score; 90 

Although only one place separates 
them, the gulf between Total 
Annihilation and C&C: Red Alert was 
much wider than it may appear, with 
GT Interactive's real-time offering 
polling considerably more than 


Publisher: Blizzard 
UPC Position; 19 
UPC Score: N/A 

Blizzard's Diablo set new standards for 
RPGs and it understandably breached 
the Top 20 barrier. Amongst its many 
features are three different character 




in the future, the game casts players as 
Kurt. Armed with state-of-the-art 
firepower, players must complete over 
20 varied missions in order to free the 
human race from its vile enslavers. 


."lark forces 2 

Publisher: Virgin 
UPC Position: 13 
UPC Score: 92 

By fusing a first-person perspective 
shoot-'em-up with a Star Wars plot 
and familiar characters and weapons 
Lucasarts have come up with a game 
that Star Wars and Quake fans will be 
able to enjoy in equal measure. Take 


Publisher: Eidos 
UPC Position: 12 
UPC Score: 90 

With accurate stats, a superb match 
engine and enormous depth. 
Championship Manager 97/98 stands 
leagues above its rivals as the best 
football management sim around. This 
updated version of CM2 allows players 


I Constructor 

Publisher: Acclaim 
UPC Position: 16 
UPC Score: 90 

System 3 marked a return to form with 


the utterly compulsive strategy title, 


in some wonderful sounds and visuals 


leagues concurrently. Players can now 
also select penalty and corner takers 
and intelligence has made way for 
adaptability in the player stats. 


Constructor. The game challenges players 


to corner the construction business 
through buying plots of land, building 
houses, filling them with tenants and 
then keeping them happy so that the 
cash starts rolling in. 


classic game. 


/ SeasQft >|^/j 


Competition. 

Info 


Publisher: Gremlin 
UPC Position: 15 
UPC Score: 93 

The Hollywood blockbuster has been 
transformed from celluloid to CD 
superbly by US developers Gigawatt. 
There's plenty of shooting action and 
some brain-teasing puzzles for players 
to solve in this thrilling third-person 
action adventure game. 


4 Carmageddon 

Publisher: Sci 
UPC Position: 2 
UPC Score: N/A 

Smash your rivals and take them out of 
the game in this frantic, no-holds- 
barred racing game. Race from 
checkpoint to checkpoint, try to cross 
the finish line in first place, smash up 
your rivals and even run down 
pedestrians to pick up extra time and 
points as you try to rise up the rankings 
to the coveted number one spot. 
Network play, huge race environments 
and lots of pedestrians to mow down 
make this compulsive stuff! 


larch |,'*Board & 

Jars G&nfidance’ 


Game*] 


Publisher: Microprose 
UPC Position: 17 
UPC Score: 93 

Bigger, funnier and much, much better 
is the fitting description of the riotously 
entertaining Worms 11. The little critters 
are back with an arsenal of weaponry 
that the American military forces would 
be proud of. All the old favourites are in 
there, as well as powerful new ones 
such as banana cluster bombs! Internet 
play means the multiplayer game is 
better than ever. 


Publisher: Interplay 
UPC Position: 3 
UPC Score: N/A 

Shiny Entertainment, famed for its 
Earthworm Jim platform games, proved 
they have what it takes to succeed on 
the PC too with the stunning third- 
person action adventure game MDK. Set 


Publisher: Electronic Arts 
UPC Position: 4 
UPC Score: N/A 

Dungeon Keeper, Peter Molyneux's swansong for Bullfrog before 
parting to set up LionHead Studios, was the company's most 
ambitious project to date and is a wonderful piece of design. 
Original, innovative and utterly compelling to play, it bears all 
the classic Molyneux hallmarks. Upon its release in July of last 
year, it notched up 500,000 sales in its first month and shot 
straight to the top of the charts. If you haven't already played 
it, try it and find out what you're missing. 


Publisher: BMG 
UPC Position: 11 
UPC Score: 90 

Controversy surrounded the release of BMG's Grand Theft Auto, 
with some people (including several politicians) calling for it to 
be banned for its violent and anti-social content. Thankfully 
though, it escaped censure and was released with an 18 
certificate and duly stormed to the top of charts. Pulled in to the 
criminal underworld, players must complete 'jobs' for their Mafia- 
style employers by stealing cars, blowing up police stations and 
taking out pedestrians. It's gritty stuff and damn good fun! 
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READERSawards 


FIVE 

INTERESTING 

FACTS 



In ell, it's really no surprise - 
® ■ Lara Croft is still your firm 
favourite. Tomb Raider II has achieved 
the Ultimate accolade and won our 
incredibly prestigious Readers' Award for 
the best game of 1997, and by quite a 
healthy margin too. In fact, if you were 
that childish, you could even say Lara 
was way out in front... 

The sequel to the most successful 
game of last year. Tomb Raider II: The 
Dagger of Xian has been selling out 
faster than almost anyone could have 
predicted, with an estimated 900,000 
copies sold on advanced orders alone. 

If you are lucky enough to have 
seen the game, then you know why 
already. The sequel is better in every 
way than the already brilliant original 
game, with improved graphics in both 
the locations and the characters, more 
devious and deadly puzzles and traps, 
and drivable vehicles such as 


powerboats and snowmobiles. There are 
loads of new items to use like flares 
that can be used underwater or thrown 
into dark areas, and new moves for Lara 
to do, such as climbing walls and 
wading through shallow water. 

The game is half again as big as the 
first one, and twice as much fun. With the 
spectacular set-piece stunts that occur in 
each level, it has more of the feel of an 
Indiana Jones movie than ever. You get to 
try a giant deathslide, jump a powerboat 
through the Bridge of Sighs, and crash 
land a flying boat into a mountain. All in 
a day's work for the world's favourite 
action heroine, who thinks nothing of 
doing six impossible things without even 
stopping for breakfast. 

News is still thin on the ground 
regarding the forthcoming Tomb Raider 
movie, but rest assured, as soon as we 
hear anything, our readers will be the 
first to know. 


More than 50% of people 
had Tamil Haidar II in 
their top five. 


Over a quarter of people 
voted Tomb Haidar II their 
top game. 


Tomb Haidar II scored 
nearly twice as many 
votes as second placed 
Bungaan Kaapar. 


Tomb Haidar II scored 
more votes than the 50th 
to 15th placed games 
combined. 


Carmagaddaa and 
Bungaan Kaapar combined 
cnuld not have toppled 
Tomb Haidar II from the 
top spot. 




Raider 


Tomb 


I- 

THAT WAS THE YEAR THAT 
WAS... IflST 

1997 was an amazing year for the PC gamesplayer. Titles like 
Tomb Raider II, Dungeon Keeper, Carmageddon and Championship 
Manager 97/98 helped to remind us all why we spent so much 
money on our impressive machines. Machines which, with the 
continued emergence of 3D graphics cards, can now deliver a 
level of performance that the games consoles can only dream of. 
Get Tomb Raider II working with a 3DFX, or PowerVR graphics 
card and the PlayStation version pales in comparison. 

1997 has been memorable for more than just the boom in 
3D graphics cards and our readers' awards have revealed several 
interesting points. Glancing through the Top 50, the number of 
sequels is amazingly high. Of the Top 50, nearly half are 
sequels of some shape or form. Inside the Top Ten, four of the 
games are sequels, whilst another four already have sequels in 
development! Whilst this may hint at a lack of risk-taking on 


behalf of the games publishers, there's certainly no shortage of 
programming talent in the UK where all of the Top Seven 
placed games were developed. 

Controversy was never far away in 1997, with Grand Theft 
Auto and Carmageddon in particular receiving lots of media 
coverage for their violent and anti-social content. Although 
calls were made to have both games banned, games players 
have made their voice clear by voting both games in to the Top 
Five. In fact, playing the bad guy seems to have been popular 
choice this year; Carmageddon (placed fourth) let players mow 
down helpless pedestrians. Grand Theft Auto (placed third) let 
players kill motorists and steal their cars, whilst Dungeon 
Keeper (placed second) cast players as the ruthless master of a 
dungeon. Being the bad guy has certainly never been so much 
fun, and we can expect more of the same next year with 
Carmageddon 2 and Dungeon Keeper 2 both in development. If 
you want to know more about these and other promising titles 
due throughout 1998, then check out our Flot Prospects for '98 
feature later in Ultimate PC. 


VHTES WIH 

EBUKiiii. 

All the completed Readers' 
Awards forms were entered 
in to a draw for the prize of 
a copy of each game inside 
the top 20. Worth over a 
£1000, this prize included 
stunning titles such as 
Carmageddon,Tomb Raider 
JI and Grand Theft Auto and 
was won by Mr P. Bridge of 
Wimbledon, London. 
Congratulations Mr Bridge, 
your prize is on its way 
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Sensible Seccer 2000 

GT iDteractive 

Although originally due for release 
before Christmas, GT Interactive's 
Sensible Soccer 2000 now looks set to 
ship in March. The first PC Sensible 
Soccer title to actually be developed by 
Jon Hare and his Sensible Software 
team, SS2000 finally does away with the 
2D graphics and moves into the realms 
of 3D. Saying that, the panned out view 
that the game adopts should keep 
purists happy. As with previous Sensible 
Soccer games, the emphasis is on fast, 
flowing football and this should come 
across in the way the game plays with 
players able to pass, shoot and head all 
with the one button. 


Starship Titanic 

Zablac 

Douglas Adams has turned his hand from 
penning best-selling books, to writing 
what he hopes will be a best-selling 
graphic adventure game. The plot behind 
the game follows that a spaceship, 
controlled only by a crippled computer, a 
crazed parrot and bunch of distressed 
robots, crashes first through deep 
hyperspace and then the roof of the 
player. Going on board to help out, players 
then become embroiled in an adventure 
that promises lots of comic moments, as 
well as some brain-teasing puzzles. There's 
also plenty of scope for interacting with 
the game's many characters. 


Air Warrior HI 

litiractive Magic 

Although Air Warnor III is now nearing 
completion, its predecessor is still 
popular amongst flight fans thanks 
largely to its superb Internet multiplayer 
support which allows pilots from all 
around the world to take each other on 
in huge dogfights. Air Warrior III will 
continue to champion the multiplayer 
cause by allowing up to 120 pilots to 
take to the skies at a time. The game 
also promises a strong single player 
game, with four theatres of war (Second 
World War Europe, Pacific, Korea and 
First World War Europe), dozens of 
different aircraft to fly and realistic 
flight models. All in all. Air Warrior III 
has the potential to be up there as one 
of the best combat flight sims. 


Aetna Tennis 

Gremlin 

With Tim Henman and Greg Rusedski 
proving that we can (occasionally) be 
winners at tennis. Gremlin's 
forthcoming Actua Tennis title couldn't 
be better timed with the sport currently 
enjoying something of a renaissance. As 
with the other Actua titles, expect 
motion captured animation, real 
players, tournaments and stadiums. 
Players should also expect to be able to 
play the full range of tennis strokes 
such as lobs and volleys with simple 
controls. Gremlin have hinted at an 
important announcement about the 
game soon, which could well involve an 
endorsement deal with one of the 
game's leading players. " 


Actua Ice Hockey 

Gremlin 

Although ice hockey is supposedly 
growing in popularity, it's hard to 
imagine there being anywhere near 
enough fans to support the steady 
stream of sims that are being released. 
This hasn't put Gremlin off though, and 
Actua Ice Hockey is due to ship 
sometime around April. As an official 
sponsor of the Winter Olympics in 
Japan, it'll sport all the real national 
teams and players. The game can also 
boast motion captured animation taken 
from players at one of the UK's best 
club teams, the Sheffield Steelers. 


Microprose ^ - 

The classic Amiga tank sim designed by 
Arnold Hendriks is set to explode on to 
the PC in a sequel that is already showing 
the potential to match its illustrious 
predecessor. As before, players will have 
command of a platoon of Ml tanks, which 
they'll be able to deploy around the vast 
battle areas in an attempt to capture, or 
defend key locations. Players will be able 
to either sit back and shell out orders, or 
actually jump inside any of their tanks 
and fire, or drive. Players will also be able 
to call on secondary units, such as 
helicopters, artillery and fighter planes as 
they try to complete the game's numerous 
real and hypothetical campaigns. Expect 
network and Internet support for 
multiplayer action. 
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Sin 

Activision 

When id Software put its Quake on the 
market towards the beginning of last 
year, there was no shortage of takers. 
Amongst them was a development 
company by the name of Ritual (formerly 
Hipnotic). Having already worked on the 
Quake add-on pack Scourge of Armagon, 
the company started to develop its own 
game and so it was that Sin came into 
existence. Nearly a year on and the 
game is nearing completion, and it looks 
like it could be a blinder. The game's 
structure is not quite as action packed 
as that in Quake II, with more emphasis 
being placed on exploring. For those 
that like their action fast and furious, 
there's always the multiplayer game to 
fall back on. 



FIFA World Gup 

Electronic Arts 

Official sponsors of the World Cup in 
France, Electronic Arts will be looking to 
cash in on the success of England and 
Scotland in reaching the Finals with a 
special World Cup edition of FIFA Soccer. 
With top TV pundits such as Gary Lineker 
helping out with the commentary, all the 
real teams and players featured in the 
tournament and accurately recreated 
stadiums, it promises to be the closest 
thing most of us will actually get to being 
there. Players will be able play as any of 
the teams taking part and the game will 
follow the real World Cup format with the 
initial group stage making way for a cup- 
style knock-out tournament. The game 
will use much the same engine as that 
seen in FIFA: Road to World Cup. 



loth Planet 


Although a hybrid of various game genres 
(including RPG and space combat sim) lOthj 
Planet concentrates mostly on strategy, with 
players appointed the task of defending 
Earth from a hoard of alien invaders. Having 
lain dormant for a thousand years on the 
Solar System's mysteriously hidder\. 10th 
planet, these aliens have awakeri. from their 
slumber to find humans encamped on the 
nearby planet, Pluto. Misconstruing this as 
an invasion, the aliens launch an attack, 
and so begins the game. Or at least it will 
when it is finally released later this year. 
The game's been in development for a long 
time, but US developers, Bethesda, seem to 
have been putting this time to good use 
and 10th Planet could be one of this year's 
biggest titles. _ 


Warhammer: Dark Omen 

Electronic Arts 

What was once Mindscape's is now 
Electronic Arts' after the giant 
publishing company bought the rights 
to the game in a deal that was 
reportedly good for both parties. What 
can't be so good for Electronic Arts can 
be the delays in the game's release. 
Originally due towards the end of last 
year, a release in May now looks most 
likely. With more effective 3D terrain, 
improved graphics and AI, more units 
and a more sympathetic learning curve, 
the game promises to be a huge 
improvement on its predecessor. We just 
wish we didn't have to wait so long for 
it to be completed! 





Championship Manager 3 

Eldos 

Whilst the latest version of this best-selling 
football management sim continues to ride 
high in the charts, work is already 
underway on the next installment. Due 
before the World Cup Finals in France kick 
off, this third edition of Championship 
Manager promises to be a huge 
improvement on its predecessors. Although 
the game will retain a lot of its familiar 
touches, a more user-friendly Windows- 
style interface should make getting around 
the game even easier than before. This is 
just as well, because with a player 
database that's reportedly going to contain 
over 30,000 real players, plus all the major 
leagues and teams from around the world. 
Championship Manager 3 is going to be the 
biggest game of its kind. We can't wait! 


Jagged Alliance 2 

Virgin 

A country lies in ruins; its government 
fallen, its economy wrecked and its people 
disillusioned. Its ripe for the taking, for 
those brave and ruthless enough. All players 
will have to do is put together a team of 
crack mercenaries and fight off the 
challenges of rival groups. Fighting from 
dty to city and beyond, they will have to 
manage their resources, research technology 
and marshall their hand-picked mercenaries 
on the field of combat if they are to 
triumph. With the choice of real-time, or 
turn-based combat, over 50 different 
characters which can be hired, a non-linear 
campaign structure that lets players choose 
where to go and what to do and the now 
usual multiplayer options, this has the 
potential to be a far superior sequel. 
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Daikatana 

Eidos 

Having parted company with iD, John 
Romero's first game with newly-formed 
Ion Storm has been causing a stir since 
its early preview at the E3 show last 
year. Although the 3D shoot-'em-up 
genre is awash with Quake clones, it 
was clear even then that Daikatana has 
the potential to be something quite 
special. Boasting around 60 different 
enemies and over 30 different weapons, 
players aren't going to be short on 
firepower, or monsters to use them on. 
With a plot that takes in time travel, 
the game will also feature some 
stunning locations and graphics. 


Set to come on a whopping six CDs, Fox 
Interactive's X-Files game will feature 
over 20 hours of FMV starring favourites 
from the hit TV show, including Mulder, 
Scully, Skinner and Cancer Man. Working 
side-by-side with Mulder and Scully, 
players will be able to wander around 
dozens of locations and examine crucial 
evidence as they try to solve the 
ih^stery behind the game which has 
been penned by the TV show's creator, 
Chris Carter. There will also be numerous 
characters for players to interact with as 
they try to glean information as to the 
mysterious goings-on. With the TV show 
continuing to enjoy phenomenal success 
around the globe, the X-FiLes game is 
sure to be massive upon its release. 


Geoff Crammond and Microprose have 
teamed up once again for the third 
installment of this classic Formula 1 
racing simulation. A Number One best¬ 
seller, F1GP2 is looking dated now, 
especially with the likes of Ubisoft's FI 
Racing Simulation, grabbing pole 
position. Although very little has been 
revealed about the new version, it's 
likely to support the full range of 3DFX 
graphics cards and will boast all the real 
teams, tracks and drivers from last 
year's championship. As with the 
previous two GP games, expect this to 
be a detailed simulation surrounded by 
gorgeous graphics. 


C&C: Tiberian Sun 

Virgin 

The jf<SC legacy looks set to continue 
with jWestwood already working on 
several new titles. Amongst them, is 
Tiberian Sun. Although the plot behind 
the game has been kept secret, what we 
do know is that there'll be several new 
units, much larger maps, an improved AI 
and a multiplayer mode that will support 
Internet, modem-to-modem and network 
play. With titles like Battlezone and 
Uprising going 3D, we wouldn't be 
surprised if Westwood did the same with 
C&C: Tiberian Sun. Whether they do, or 
not, they're bound to score a huge hit as 
Command and Conquer is now one of the 
strongest brand names on the market. 


War of the Worlds 

GT Interactive 

Based upon Jeff Wayne's musical 
adaptation of. HG Wells' thrilling sci-fi 
novel, GT Interactive's War of the 
Worlds promises to be one of the most 
stunning real-time C&C clones when it 
is released later this year. The design 
of the game has been influenced by 
the artwork featured on the cover of 
Jeff Wayne's musical and the in-game 
music will actually bi new material 
written by the man himself. The game 
will employ a mission-based* sffucfure, 
with players having to manage their 
resources, construct buildings and 
marshall their troops. 


Carmageddoo 2 

SCI 

Keen to build on the phenomenal 
success of the original, SCI have already 
announced that they hope to ship 
Cormageddon 2 before the year is out. 
Although SCI are yet to reveal any firm 
details as to the game's content, it's 
rumoured that it'll have new tracks and 
locations, improved 3D graphics, more 
cars and improved multiplayer options. 
There's also rumours that they're looking 
at such 'features' as being able to take 
pedestrians out by opening doors as 
players drive along. Whether this 
happens or not, you can bet there'll still 
be plenty of controversy surrounding the 
game's release, but as long as it's as 
much fun as the first, who cares! 



































Diablo II 

cue Software 

Fans of CUCs Blizzard-developed Diablo 
have plenty to look forward to in 1998, 
with a new, improved version of the game 
due before the year's out. Diablo II will 
field five new character classes, each of 
which will have its own particular 
strengths and weaknesses. They'll also be 
four new towns, each with numerous 
dungeons and caverns for players to 
explore. All this, plus new missions, 
weapons, enemies and an advanced 
fighting system promise to make this a 
far superior sequel. Enhanced battle.net 
(the dedicated Blizzard Internet gaming 
service) options are expected to improve 
the game's multiplayer mode to 
incorporate far more players at once. 


SWOS 2000 

GT Iflteractive 

Whilst we're all still eagerly awaiting 
the release of Sensible Soccer 2000, 
work is already underway on Sensible 
World of Soccer 2000. What's the 
difference? Well, whilst SS2000 is 
purely an arcade-style footy game, 
SW0S2000 will feature this as well as 
management options such as transfers, 
leagues and a more enhanced match 
tactics editor. All the real teams and 
players from all the world's major 
leagues will be in there, as well as all 
the real tournaments. On the playing 
side of things, the game will use a 
refined version of the Sensible Soccer 
2000 match engine which we'll 
hopefully get to see soon. 




Boti h Activision and Microprose claim to 
hav< B the rights to the third title in the 
clas sic Civilization series, but it now 
seer ns likely that Microprose will come 
out on top having consolidated their 
posi tion by buying up the company that 
dev€ ‘loped the original board game. 

Whic :hever company does eventually 
rele£ ise Civilization III, they're sure to 
have a massive hit on their hands 
than ks to the huge success of the 
previ ious two titles. No details are 
avail able on the game at the moment, 
but \ vith the growing popularity of real¬ 
time gaming, something in a similar 
vein to Microsoft's Age of Empires 
woul dn't be much of a surprise. 
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liDtal Annihilation 2 

G1‘ loteractlve 

With its superior 30 terrain and more 
deimanding AI, GT Interactive's Total 
Annihilation swept aside Activision's 
Dark Reign and firmly established itself 
as the best real-time strategy wargame 
upon its release late last year. Such was 
the success of the game, that 
developers Cavedog Entertainment and 
GT Interactive have teamed up once 
ag ain to work on Total Annihilation 2. 
Details about the new game are sketchy 
at the moment, but it's been stated that 
it will feature a new AI, multiple camera 
an gles, more units and larger maps. 


DIade 

Greifllifl 


Flfth'lfement 

KalistD 


Blade, a 30 first-person action adventure 
game developed in Spain by Rebel Act 
Studios, has been snapped up by Gremlin 
and could prove to be one of the biggest 
games of the year. Set in a world where 
swords and sorcery are the means of justice 
and retribution, players will have to battle 
their way through 15 huge levels in order 
to complete the one player game. There's 
25 different enemies to overcome, but at 
least 30 different weapons with which to do 
it. As well as the one player game. Blade 
will offer a network multiplayer deathmatch 
mode, but there's reportedly no Internet 
options. What promises to make Blade so 
special is its superb 3D engine, which 
allows for breath-taking graphics at nearly 
every screen resolution imaginable. 


As we announced in issue 1 of Ultimate 
PC, Kalisto are working on converting 
the Luc Besson film. Fifth Element, in 
to a 3D action adventure game. Players 
will be cast as either of the films two 
main stars, Korben Dallas, or Leeloo and 
will have to roam around the game's 
many locations (based on those from 
the film) fighting off enemy attacks. 
With FMV cut-sequences, which have 
been taken straight from the film, 
developing the plot. Fifth Element could 
be a very rare thing - a decent movie 
tie-in! 

Kalisto are yet to sign the game with a 
publisher, but that won't stop us having 
a full preview next issue. 

































Prey 

GT Interactive 

If this list is anything to go by, GT 
Interactive are in for quite an amazing 
year. Already we've looked at possible 
chart-toppers Unreal, War of the Worlds, 
Sensible World of Soccer 2000 and Total 
Annihilation 2, and Prey has the same 
potential! Developed by 3D Realms, Prey 
is much more than your average 3D 
shoot-'em-up with more emphasis being 
placed on a developing plot and 
character interaction. Still, with dozens 
of different enemies and an equal 
number of weapons for players to use 
on them. Quake fans needn't worry 
about there being a shortage of action! 


Sid Meier’s Alpha Centaur! 

Electronic Arts 


Such has been the success of nearly 
everything that Sid Meier has worked on, 
his name now sells as well as any of the 
top brand games. So, not surprisingly. 
Electronic Arts and developers Firaxis are 
keen to ensure his name precedes any of 
his new games, such as Alpha Centauri. A 
turn-based strategy game. Alpha Centauri 
takes the Civilization genre into deep, 
deep space with players having to 
explore alien worlds, settle new colonies, 
develop new technologies and build vast 
armies as they seek to expand the 
confines of human existence. Set in the 
future. Alpha Centauri has plenty of 
scope for diverse races with unique traits 
and hundreds of different military units. 


Crime Killer 

Interplay 


Set in a future riddled with crime. 
Interplay's Crime Killer bucks the current 
trend and casts the player as a good 
guy cop looking to clean up the streets. 
The game plays similarly to the old 
classic. Chase HQ, with players having 
to pursue criminals through the streets 
and take them out with their arsenal cfp 
weaponry before they escape. There'll be 
around twenty different missions to th « 
game once it is complete, as well as 
three different vehicles for players to 
drive - car, bike and plane. Running a t 
an impressive 60 frames per second. 
Crime Killer promises to deliver some 
seriously fast racing, as well as plenty 
of explosive action. 




Settlers III 

Blue Byte 

Not too much is known about Blue 
Byte's third Settler title, although it has 
been revealed that the game will usi .* 
the Charisma 3D engine used in botft i 
Extreme Assault and Incubation. We ; also 
know that the game will be big on 
multiplayer options, with Blue Byte 
planning to set up a dedicated servf a, 
as well as supporting network and d irect 
modem-to-modem play. Aside from t .hat, 
all Blue Byte would say is that the 
game's going to be bigger and mud | 
much better than before. We'll take their 
word for it! 


SID MEIER^S 

^ D- ^ M ^ 


C^EIMT AtJFCI 


A Brian'RtyitoldB Design 


Constructor 2 

Acclaim 

System 3 marked a return to the big 
time with the release of Constructor. 
They'll be looking to build on this 
success and consolidate their position 
further with a sequel that's going to be 
bigger and better. Although the essence 
of the game is likely to remain much 
the same, there's reportedly going to be 
a lot more for players to build. The 
game's controls are also going to be 
overhauled to try and make the game a 
little easier to get in to. Hopefully, 
they'll be a full range of multiplayer""^ 
options as well, including a network and 
Internet option so that players can go 
head-to-head. 


Dungeon Keeper 2 

Electronic Arts 

X 

Although Peter Molyneux won't be 
around to oversee the project, he's 
already stamped his mark on the 
original and it's unlikely the sequel will 
be that different. Obviously they'll be 
new missions, plus lots of new 
characters and the like, but the game 
engine is likely to remain much the 
same. Fans of the original will at least 
be ^ble to look forward to enhanced 
multiplayer options and the control 
system is going to be overhauled too. 
Otherwise, it's simply going to be a case 
of more of the same... and that's the 
way we like it! 
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There's only going to be one game for me this year, and that's Championship. Manager 
3. Having seen the game in development and heard 
for myself the ambitious plans of the Collyer 
brothers. I'm confident it's going to exceed 
everyone's expectations. A database of 30,000 real 
players, teams and leagues from all around the 
world, and network play will ensure this game fills 
the void that'll exist in every football fan's life 
once the World Cup is over. 



Cliff 


One of my highest-scoring game reviews so far has been for the-monumentally 
brilliant Quake II, but for sheer fun I have always had a soft spot for good old Duke 
Nukem. Well, later this year GTI and 3D Realms 
are bringing the two together in Duke Nukem 4 
Ever, a Duke Nukem game which uses the amazing 
Quake II Unified Engine. As long as it retains the 
bawdy, tongue-in-cheek humour and cheesy 
Roddy Piper quotes that made Duke Nukem 3D 
such a good laugh, I will probably be playing it 
for the rest of my life. 



Dave 


Other than a decent holiday. I'm looking forward to the releases of 3eff Wayne's' War Of 
the Worlds due for release this year. Having had the opportunity to see Battlezone last 
year, I have rekindled my interest for Command & 

Conquer style games. That and Total Annihilation 
have given the genre a real boost. With War of the 
Worlds we should be in for a real treat. Based on 
the musical version by Jeff Wayne, this game 
should blend both all the brain-storming real-time 
strategy elements with great graphics and a classic 
storyline to boot. 



Simon 

Being a bit of a first-person shooter fan, the one game which I will be counting down 
the days to will be Sierra's Half-Life. There was a lot of hype surrounding Quake II and 
the end result was a good one. Half-Life seems to 
be receiving the same kind of attention, and if, 
over the next couple of months. Sierra continue to 
develop what already looks to be a smash, then we 
could have a real treat on our hands later on in 
the year. 

Will Quake II be knocked off the top slot? I 
think so. 



Graham 

Civilization III has got to be the big one for me this year. Sid Meier may not be 
working on it, but the developers have already got a winning formula to work on, all 
they have to do is take it a step further with a full 
compliment of multiplayer options, new graphics, 
more scenarios and new units. There are rumours 
that the game could go real-time like Microsoft's 
Age of Empires, but, personally, I hope they keep it 
to the traditional turn-based format. Whilst going 
real-time may make it more exciting. I'm sure the 
strategic side to the game would suffer for it. 









WE WANT MORE! 


The games listed have all been officially announced and work is 

well underway on a lot of them. However, there are a few titles 

which haven't been announced which we have an inkling, or at 

least are hopeful, of being released during the 

year. Amongst them is Tomb Raider 

■Gore have made no announcement 

about'such a game, but it's hard to w 

imagyie there not being another Lar^'-^ ' 

Croft adventure, what with the first ^ \|| 

two gamek'being so successful at m 

retail and Lafa’’proving she's as popular 

as ev^c with game players. We wouldn't 

be surfxise^ al^o to hear of Grand Theft i'- ■: 

Auto"^ beirjj^'Wveloped either. Nor 1 
Battlezone ^ for which there is, j 



^parei^tly, al^^ady work 
?faerwaysQW new missions 
Oh, a^d let's not forget 
all the 

countless '99 
s po rty a 1 ^ 

FI^ .. 

th^t n^l no ..s - 


(foiAt^^ out" 
-to^a'rfs thet end of 



unfortunately due to the early stages ut development 
at which most ot the games mentioned in this 
feature are at, the screen shots shown are not 
necessarily representative of the games stated. 
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s the sun rises in the sky for 
another day, we experience a 
new dawn with Battiezone. As we 
draw closer to the next millennium, 
there seems to be a new surge of 
exciting games that combine more 
than one genre to create something 
completely new and amazing. It is not 
that people are getting bored with 
any one genre, but if developers can 
make an action game more strategic 
or a puzzle game more combat 
oriented, they soon recognise that 
they are more likely to attract 
new players. 

Activision are no different in 
this respect. They know that 
many people are now enjoying 
Quake II and Dark Reign 
seemed to be 
well received 
too - so why 
not incorporate 
the best parts 
of these two 
games into one 
jaw dropper of a 
title? Certainly a tall 
order, but these guys are 
probably the best equipped to 
attempt such a feat. 


Activision knew that they weren't going 
to be the first however, bearing in mind 
that we have already seen Uprising out 
on the shelves. Unfortunately Uprising 


seemed a bit rushed, and both the first- 
person action side of the game and the 
strategy element seem to suffer as 
uncomfortable bedfellows. It is not 
known how Activision have managed to 
create such a strong new engine, but 
what we do know is that they spent 
ages getting the interface right. 

The main problem they had was to 
make a user friendly cockpit for players 
to drive and command their troops at 
the same time, without losing control 
of either function. See, this game fuses 
all of the best parts of Command & 
Conquer - with all the units, buildings 
and weapons that make real-time 
strategy so exciting - but places the 
player right in with the action. No 
more sitting in some surveillance 
plane looking down on your units 
getting plastered. The players are 
much more responsible, not only for 
the actions of their troops, but also 
for their own health. 

Instead of the usual bird's-eye view, 
players can sit in any of their units on 
the ground and control the other units, 
using a combination of the unique 
radar map in the left-hand corner of 
the cockpit and option bars on the 
side of the screen. This involves more 
number punching, rather than click and 
drag action, but there are a range of 
options to make things as smooth as 
possible. For those die-hard C & C fans 
there is the option to build a satellite 
in conjunction with a communications 





tower to give you a top down view of 
your troops. However, this option was 


apparently always meant to act just as 
a map rather than a control centre, so 
the options here are minimal. Once 
you have mastered the keys and the 
new layout - about as hard as the 
mouse control in Quake - you won't 
want to turn back. 


The game has been in development for 
about a year and a half. This means 
that while other companies were 
ripping off 1995's Command & Conquer, 
Activision were already thinking how 
to Better it. Battlezone's use of resources 
is unique in the sense that the economy 
is based around recycling. Not the 
recycling as we know it - you can't 
make powerful machinery out of old 
newspapers and bits of smashed up 
bottles - but you can make weapons 
of destruction out of alien biometal... 
especially when some has landed on 
Earth via a meteorite. 

During the 1960's the Cold War 
moved from being a race to space to 



After ail lliat ettert escortias tbe 
transports to trie iauncli pd, one of 
tiiem only gems and pets stiot down 



nrrn no wirTroN so'.i=>p. pou^p 



Most of trie units and buildings you find in the game have their own information hanks. 
These can be accessed simply by pressing 1’ on the keyboard 
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being a race for alien technology. 

Players get to battle against the Soviets 
through around 18 missions - although 
you can choose to be the Soviets in a 
selection of more difficult and often 
time limited ventures. Battlezone has 
incorporated many of the great ideas 
found in the C <S C style games but now 
you control them in the comfort of your 
own tank. Unfortunately the cut and 
intro scenes mostly use game level 
graphics, which are not like C & Cs near 
perfect video. 


Playing the arcade version 
of the original Battiezone 
in Activision's canteen was 
joyous. The periscopic view 
and the twin joystick 
control was great fun. The 
3D effect was pretty good 
too - though obviously 
wireframe - but it was 
surprisingly realistic in 
places, such as where the 
rockets would strafe off 
sideways as you turned, and 
the saucers dropped down 
from the sky. You can see 
where many of the ideas, 
plus the enthusiasm and 
commitment for the new 
version came from - 
especially when you notice 
the high scores display! 


is absolutely stunning. If you find 
tanks claustrophobic then there is 
always the option to hop out and go 
for a stroll; on occasion you may find 
yourself ejected, which is kind of 
fun, but just make sure you don't hit 
the ground head-first as the ground 


There are many views to choose from, 
and when you are in your tank the first 
person realism is quite strong. To make 
this even more realistic Activision have 


Before, you were only armed with 
one weapon: a small gun. Now you 
have a sniper rifle to add to your 
arsenal. This great little weapon was 
initially too powerful, so much so that 
Activision had to tone it down for the 
final version. Players will only have a ^ 
limited number of shots per level and 
basically it is used for eliminating 
enemy drivers so that you can then 
commandeer their vehicle. The rifle 
has a big view finder mounted on the 
top of it, enabling you to pick out a 
heat spot and then shoot the guy, 
thus disabling the craft instantly. 

I completed one mission by first 
standing on a mountain and clearing 
a whole base full of ships and then 
descending, so as to hop into one of 
their tanks and take out the rest of 
the buildings. However, without this 
adjustment no one would bother driving 
the tanks. The rifle does however play 
a major part in one of the missions, 
though don't expect to play the game 
Quake style, as you will not survive 


now made all the cockpits 3D and 
provided a different one for each of 
the machines - the subsequent realism 


always wins. The programmers have 
also added a great new feature for 
players outside of the vehicles. 


Hull 


..-.;flT-STi=iEBeR 

CftNNON 

^-YflRNUfiL DerONATION 

''IHUMP€R Device 




As you can see in these screenshots, the terrain type varies on each planet; Jupiter’s meons ioem overhead and Venus is shrouded in dense fog 
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very long at all and at any rate, you 
still cannot actually enter any of the 
buildings, so... 

Talking of buildings, there is a good 
range of important strategic structures 
to build as you move through the game. 
Probably the most vital is the recycler, 
and luckily you have one of these given 
to you in most of the missions, although 
other times you will have to find and 
escort one before setting up your base. 
This unit opens up once on a geyser and 
then, when asked to start building, fires 
out molten metal to form the units - 
very similar to the construction vehicles 
in Total Annihilation. 

The next most important building 
must surely be your unit factory. Once 
you have this you will have access to 
around eight offensive units including 
hover APCs, bombers, rockets and light 
tanks. Howitzers and huge walkers. 
These will use up a lot of your scrap 
but are imperative to all your offensive 
manoeuvres. Utilising your construction 
rig you can then build communication 


then the last thing you want to happen 
is for some chap to come along and 
flatten the lot, hence the use of the 
wide range of defences which are 
available. A cheap way of defending 
your base is the use of turrets; they 


towers, hangars, powerful gun towers 
and barracks for all your foot soldiers. 
Many of these have to be serviced by a 
power source of some sort. Depending 
on which planet you happen to be on, 
different energies have to be tapped - 


don't seem that powerful but with a 
number of them they can be pretty 
effective. Howitzers do a good job but 
can end up firing vertically and thus 
doing more damage to your base than 
the enemy, especially if they get too » 
close to you. Once you have built a 
construction rig you can bring the big 
boys in - the gun towers. These look a 
bit like camels and stand tall, firing 
bolts over a long distance. 

Not all of the missions require such 
extensive building. Before each 
mission begins you are given strict 
orders that have to be adhered to and 
failure to do so may well mean you ^ 
are dismissed from your post. These 
missions do vary, but are all strongly 
linked to the storyline and each 
follows on from each other, '^so this 
does limit things. You know you will 
be "Either protecting a group of troops,^ 
building a base, finding an alTen relic, 
or attacking an enemy base. 

Later on in the game things will 
switcCaround arid you will find there 
are both new objectives and a new 
enemy to defeat. In fact, most 
missions are full of sub-missions that 
kick in every so often and really add^ 
to the tension. There are plenty of 
times when you will be carrying out 
one objective quite happily, only to 
find another wilPbe'thrust in your 
direction, along with all the ones that 
are given to you - which will often 
happen just when you think you've 
completed a mission and you're down 
to your last wingman. 


either lightning, wind or solar power 
generators can be built. 

If you have spent both time and 
resources building up a strong base 




>tRTeUUT g 
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Here m can see a recycter Hard 
at work, proHaOly creating seme 
more scavengers or maybe a 
turret to Help defend tHe base 


■fll-STflee* 


Thumpcr 


in the Soviet missions players get to try out new vehicles, with different weapons and ahifities 
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This is the sort of view pu get once you have ejected from your vehicle. From this height you can see for miles and far down below you can see a Soviet howitzer - the reason we’re up here! 


view 


Some missions call for you to 
escort a number of other APCs to a 
pick up point or go off and retrieve 
objects, as well as establishing a base 
and defending certain areas, and all at 
the same time. It is lucky that you are 
able to do more tlian one thing at a 
time. If you happen to be travelling to 
a waypoint or nav beacon, then you 
have plenty of time to build more 
units or send a group of tanks to hunt 
out the enemy - it is just a simple 
number selection process. 

For example, if you need back up 
at any time you might press 'One' to 
select your offensive units, then 'Two' 


lucky thPt you ere pIiIe to dp jnor» 


the screen and then select which action 
you want them to carry out, ie. hunt. 
This way you can have all your walkers 
go to a volcano edge and then leave 
your tanks to attack an enemy base. 
Also by choosing the 'attack' action 


This system may seem complicated 
at first but with practice it soon gives 
you more control over your units. We 
have all got used to the 'click and 
drag' selection process used in nearly 
every C & C style game but then that 
method always seemed to be more of 
a desperation move - drag over the 
lot and send to one place. Players will 
be less likely to plump for this option 
in Battlezone. 

The units are split into a number 
of factions. The offensive units are 
pretty much self-explanatory and the 


factory 
Supply 
Construct 
Satellite 

No action 

QD No ACTION 


MffAPfliiS 

i The weapons are truly 
amazing. They are what 
brings the game close to 
the combat In Quake. Each 
is totally different and 
each has a different level 
of effectiveness when used 
on different opponents. 
Rocket tanks use a thermal 
hornet, which is a kind of 
heat-seeking missile. You 
also have the manual 
detonation device, that 
throws in a grenade-like 
bomb that you can detonate 
at whatever point you want 
- they can even bounce off 
cliffs if you so wish. There 
is also a flame-throwing 
device that is kind of 
powerful, and common on 
the Soviet tanks, but you 
can get your supply launch 
to send you one when the 
need arises. All of the 
weapons have great sounds 
and explosions - making 
them probably the best 
part of the game 


to select, say your Light Tank, then 
'One' to tell it to follow you. Also, if 
you want more than one unit to carry 
out the same order, then you just hold 
down Ctrl, then select which units you 
want to use from the bars at the left of 


with any of your offensive units, if there 
are any enemy units on your radar they 
will be marked by a number; simply 
select which number enemy you want 
each unit to attack and you will be in 
total control. 











same goes for defence, which includes 
your Howitzers, turrets and mine 
layers. Another important faction are 
your utility units; the scavengers do 
all the collecting of scrap and the 
tugs do all the relic hauling. Both are 
defenceless and need to be heavily 
protected at all times. It seems a 
good idea to tell one scavenger to 
follow another, so you can clear up 
more scrap from any one area and 
protect both using one tank. It also 
stops the scavengers wandering off 
into uncharted areas. 


Things are looking good 
for Battlezone in its 
multiplayer mode. We will 
be reviewing it properly 
in our Online section in 
the next few months, but 
I can tell you that there 
are a few nice options 
available. There is a team 
game which allows three 
people to be in tanks and 
one in a tug (short straw!) 
in a chase to the relic. 
There is also a one-on- 
one deathmatch, where 
several players can build 
everything, as in the one 
player game. This is surely 
going to be popular once 
its up and running 


a unit is simply by clicking on it, as a 
distance target arrives on the screen. 
Also, by clicking on the units you are 
given a speech description of what they 


The game is very hard to criticise - 
with it being such a new concept, it 
is hard to stand back from the title 
and see what is wrong or could have 
been better. The first thing I thought 
about was the terrain; it is a bit too 
bland, just like in Heavy Gear. You 
will visit many planets and moons 
which do look different - ice, lava, 
the dust of Mars and the fog of Venus 
- but the landscapes are all very, 
very sparse. It seems a bit of a cop 
out not to not include more detailed 
rock outcrops or vegetation, though 
this would obviously require a mission 
on Earth. 

Another niggle is that whilst in 
Command & Conquer your military 
^have plenty of places to seek cover 
fr(flTf-the enemy, in Battlezone once 
you are out of your vehicle, you are 
pretty much a goner. This puts the 
bias of the game firmly in the lap of 
the vehicles. 

Saying that though, Battlezone is 
excellent for the range of units on 
offer. Activision 


are up to - or not, as the case can be. 
This helps to avoid selecting the wrong 
unit for tasks already being carried out. 


You can keep track of any of your 
units either using nav beacons, radar or 
satellite and you can tell how far away 


Often the game will stop and the 
camera will move to a cut scene 
- here we have stumbled on and 
alien transport, what is it for? 


Tp fitiSPOt^T 2 


No PiCTion 




The launch pads look more lihe a skate ramp than anything you would find at Cape Canaveral, though they are often your only hope of escaping a planet intact - you just have to get their first 
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have created many new and exciting 
weapons and offensive units to carry 
them and unlike most games of this 
type, players can build a good majority 
of them from the start. 


but you have more control over your 
own play. The advantage these games 
have is the quantity and variety of 
units, whereas in Battlezone there is 
a limit but they are more detailed 
and fun to use. The frustration 
■ > level is reduced by half, and 

with the amount of variety in 
missions and the size of the 
maps, players should be tied up 
for hours. Uprising is the only 
game at the moment that you can 
compare Battlezone to, but with its 
poorer graphics (you should see the 
accelerated version) and crappy 'tit for 
tat' gameplay, it is nowhere near as 








4 


1 




o 


In Battlezone, once you are out 
of your vehicle you are pretty much a goner 




Another superb addition is the 
supply launch; you can be anywhere on 
the map and it can send you repair, 
ammunition, different weapons and 
bombs, and all by parachute. Also you 
can build scrap silos that increase your 
maximum storage capacity and these can 
be built far from your base to reduce 
journey times for your scavengers. 

It is unfair to compare Battlezone to 
either Dark Colony, 7th Legion, Total 
Annihilation or the rest of the clones 
because it is just in a totally different 
league. Not only do you have more 
control over your units in Battlezone 


involving as Battlezone. Also, the idea 
that you can 'beam' in troops and tanks 
seems rather far-fetched - in Battlezone 
it takes time for units to reach their 
positions and this has to be accounted 
for during the selection process. 

The game could have had incorporated 
more commands for each of the units; 
along with Hunt and Attack it would have 
been excellent to have Myth style 
formations so that your wingmen could 
be more effective, rather than just 
bashing into you every thirty seconds. 
Another good addition would have been 
some type of reconnaissance plane to 


Tbe pfaRels are realty gette Parren aed yea can drive almat for miles wltfiaat csming aerass apyteieg. It's laeky yaa cap daild a sappiy iaaacli, wtridi is kind af a Page catapalt tPat eaa send yea 
weapons, ammanitlon, repair pods and even a seiectien of bombs, if yoa cboose a target nearby. Remember wbereaboats yoa ask me sappiy taancb te place tbe objeirt as tbey take some time 
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Battlezone will 
definitely be in our top 
games of 1998, with its 
blend of first person 
action and real time 
strategy 


Tiny Computers Limited 
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multiplayer - going all the way back 
to deathmatch where they just wanted 
to be able to get in and fight - but 
we have been able to get a lot of 
team and alliance group strategy in 
there, which I think is where the 
game will really excel." 

■^^m^hy do you think the first 
person approach is better than the 
traditional top down view? 


Quake model, using our actual Quake 
keyboard and mouse configuration. The 
vehicle simulation side is taken from 
interstate ‘76 and from Mechwanior, 
which really makes you feel like you are 
in a vehicle. On the strategy front. Dark 
Reign has had a large influence, along 
with CSC and Warcraft" 


During my time in American I made 
sure I had a word with the main man 
behind the game, Andrew Goldman. 
Goldman, prior to working on 
Battlezone, directed Activision's 
Spyaaft in 1994. His game making 
expertise has really come to fruition in 
Battlezone, so we posed a couple of 
questions to him to see what he 
thought about the game. 


How did you decide to work the 
multiplayer part of the game? 


How much is Battlezone ^ ' 
influenced by other Activision games| 
like Mechwarrior and Quake? 


"To be honest with you, I 
would say it is different, and being a 
fresh experience makes it better 
than the top down clones. I love top 
down strategy games but I have done 
enough and I am ready for something 
new. Give me all the strategy but put 
me in the middle of the action. Also, 
from the first-person perspective, it 
is time for something new." 


^^jpg^One of the things that we 
wanted to take advantage of in 
multiplayer was the different style of 
gameplay. So, the whole emphasis 
initially was on the strategic mode of 
the game and being able to command 
a variety of units whilst fighting on 
the battlefield. 

As we got into it. people really 
started to want additional types of 


Clearly there is a lot of Quake 
influence in it, we can't say it was Quake 
2 as we have been in development for 
most of the Quake era rather than the 
Quake 2 era and in trying to do the 
head-to-head combat - the control for 
the vehicle - we started that from the 


A Closer look at the Soviet light 
taok. These fellers are quite 
powerful but excel most in their 
manoeuvrability and quick pace 


give more information about the enemy's 
location - you often have beacons laid 
down for you but they're not always 
enough. These criticisms are intended as 
constructive ideas rather than malicious 
slating, as this new title is simply one of 
the best games I have ever seen. 

Battlezone is the type of game that 
will take every gameplayeKs expectations 
up to a new level. With its simple shell 
and a few choice options before the 
game starts - leaving the best features 
for the game itself ~ Activision have 
stayed true to the ideas of the original 
1980's Battlezone, which itself was a 
ground-breaker. It will be a tough cookie 
to follow, but we've heard that the new 
Westwood C & C game wilt run along 
similar lines too - so all we can say is 
good luck to them, ^av- 


BT-STABe€R 

tIftG 
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The bottom two pictures here show a few views from outside the vehicles. On the right Is another ejected viewpoint, looking down on the base on the 
moon. The other shows the player using the now not so powerful sniper rifle. The medium sized monitor mounted on top lets you pinpoint enemy drivers 


THE BIG COMPUTER SPECIALISTS 
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ince about 1990, there has 

been a small, quiet war 
going on between some of the best 
software companies in the world to 
see who can produce the most 
spectacular and exciting space 
combat simulator game. Recent 
contenders have included the superb 
I-War from Ocean, and the exciting X- 
Wing vs Tie Fighter. Both of these 
games are excellent space flight 
simulators and have much to 
commend them, but they have their 
flaws and fall just slightly short of 
perfection. The contest continues... 

The latest shot to be fired in this 
war comes from Electronic Arts, who 
have released the fifth and latest 
episode of their highly acclaimed and 



extremely popular Wing Commander 
series. This new title follows on from 
the storyline of Wing Commander IV, 
with, a repeat appearance from Star 
Wars hero, Mark Hamill, as Commodore 
Christopher "Maverick" Blair. You play 
Casey, a rookie pilot straight out of 
the academy. You are the son of 
Iceman' Casey, who, those of you who 
have played the previous titles in the 



Wing Commander series, will remember 
from the first game. 

Welcome aboard 

The game begins when you report for 
duty as a combat pilot onboard the 
experimental fleet carrier, TCS Midway. 
Before you've even had time to settle in, 
the Midway is called from its shakedown 
cruise to respond to a distress call: an 



One of the major problems 
with travelling through 
space is the distance you 
have to go to get anywhere. 
When light, the fastest 
thing in the universe, takes 
hundreds of years to make 
the trip, humans would 
grow old and die on a trek 
between the stars. 

Science-fiction has used 
a number of methods to 
overcome this problem, but 
the most common is the idea 
of hyperspace, where you can 
take a shortcut by going 
outside our normal space. 

Scientists are, as usual, 
divided on whether or not 
this will ever be possible in 
the real world, but in 
science-fiction, we would 
get nowhere without it 





In space, no-ene can hear yee pea your pants. Destruction looms tor the crew ut the doomed science vessel Deveraux as a huge aud unhnown alien ship emerges from the depths nt hyperspace 
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Anyone who remembers Stingray 
will recognise the aliens at once 


unknown enemy has attacked an 
unarmed KUrathi colony. Your first 
mission as a space fighter pilot is to 
escort a Marines landing craft to 
investigate the debris of this attack. 

The game is perhaps most noteworthy 
for its spectacular cut scenes, which 
combine feature-film quality full motion 
video sequences with state-of-the-art 
computer animation. The previous game 
in the series, Wing Commander IV, 
was criticised for allowing the FMV 
sequences to dominate the 
gameplay - and rightly so - but in 
Prophesy the story is carried along 
as much by the missions as the 
film clips. The use of FMV in 
computer games has come a 


long way, and is no longer the novelty it 
once was. 

Aliens ahoy! 

The missions themselves are 
challenging to say the least. From the 
outset you are fighting an alien 
enemy, about whom next to nothing is 
known. As the game progresses. 


Surprise and you just have to cope as 
best you can, with nothing but your 
skill as a pilot to save you. All I can 
say is, may the force be with you... 

With its mission-based structure 
and FMV storyline. Wing Commander 
Prophecy invites comparisons with the 
recent PlayStation hit. Colony Wars. 
Both come on three CDs, both allow 


This new title follows on from 
the storyline of Wing Commander IV 


Confederate scientists slowly learn 
more about your foes from data 
gathered in battle, but each new 
weapon or tactic comes as a complete 


you to fly a variety of ships and both 
involve you in a battle for the future 
of the galaxy. However, though I 
enjoy playing Colony Wars, there can 
be little doubt that Wing Commander 
Prophecy is the superior game. The 
narrative of the story is more 
involving but most importantly, the 
actual space combat is better in 
almost every respect. 


The mysterious aliens’ ship demonstrates its awesome firepower. The bad news is, it’s yoor job to stop them. It’s just as well that you are the son of ‘Iceman’ Casey, a legend amongst pilots 




In Wing Commander Prophecy, you are essentially 
playing a character in an interactive movie, with a 
script which re-writes itself after every mission. You 
enter the plot as Casey, a rookie pilot straight out of 
the academy. 

You are the son of the legendary 'Iceman' Casey, 
who Wing Commander veterans will remember from 
the first game in the series. This new adventure 
begins when you report for your first tour of duty as 
a combat pilot on board the experimental fleet 
carrier capital ship, the TCS Midway. Before you 
have even had time to settle in, the Midway is 
called back from its shakedown cruise and ordered 


» r- 


i 


to respond imediately to a highly unusual distress 
call. An unknown enemy has attacked and destroyed 
an unarmed Kilrathi colony. Your first mission as a 
space fighter pilot is to escort a space marines 
transport to investigate the debris left floating in 
space after this attack. 

The full motion video sequences woven into the 
game provide not only the background to the plot, 
but also link between the different missions which 
make up the storyline of the game. The actors 
enlisted for the movie clips include several of the 
famous Hollywood names who starred in Wing 
Commander IV, such as Tom Wilson, Ginger Allen, and 




of course Mark Hamill, who is better known as Luke 
Skywalker of Star Wars fame, who reprises his role as 
special military advisor Colonel Christopher 'Maverick' 
Blair. Mark Hamill is known to be a big fan of 
computer games, and of the Wing Commander series 
in particular. I bet he still wanted paying though! 

Other famous names associated with the game 
include well known designer and concept artist 
Sid Mead, who worked on Ridley Scott's 
seminal movie Blade Runner, as well as the 
brilliant new computer game from 
Westwood Studios, based on that film 
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Sticks and cards 

If you want to get the most out of a 
game like this, it is worth playing it on 
the right equipment. With a fast PC, a 
3Dfx card and a decent, heavy duty, four 
button flight stick, this is simply the best 
space combat simulator around. The small 
fighter ships are fast and responsive and a 
pleasure to fly. They are equipped with an 
impressive arsenal of weapons, including a 
variety of missiles and beam weapons, 
and a mass driver. The targeting systems 
are particularly impressive, with a variety 
of different ways of selecting which 
enemy to blast next. The control interface 
has all the useful features of a good flight 
simulator, without being over-fussy, and 
the graphics are superb, featuring some of 
the most impressive explosions I have yet 



seen in a computer game. The 
communication between ships in combat 
is well handled, and the facility to taunt 
your enemies is highly amusing - 


especially in the now almost obligatory 
multiplayer network mode. 

To help you get to grips with the 
complexities of space combat, there is a 



flight simulator in the crew recreation 
room, where you can hone your skills 
without endangering the future of the 
galaxy. The only slight problem is that 
there is not sufficient tutorial content in 
the training missions to really be much 
use. You are pretty much thrown in at 
the deep end and left to yourself to find 
out what everything does. This may be 
compensated for by sections of the game 


manual, but since fm flying blind I 
cannot really say. Still, once you've 
learned the ropes you will be ready to fly 
with the best. Cliff 



This new title follows on from 
the storyline of Wing Commander IV 



It may be pretty, hot it’s come to kick our ass, so let’s hope we can find a way to stop it. The alien ships in Prophesy look truiy aiien and are quite scary 


PRDPHECi 


The story begins with an 
ancient prophecy from the 
Kilrathi, which speaks of an 
invasion, and a great 
warrior hero who would not 
be born a Kilrathi, but who 
would have the heart of a 
Kilrathi, and would save 
them. The scene then 
changes to the current 
time, and the discovery by 
the Science Vessel Deveraux 
of an asteroid with some 
unusual properties. Their 
investigation of this 
accidentally triggers an 
alien device hidden within 
the asteroid, which opens a 
wormhole through which a 
huge alien spacecraft 
appears. The invader 
attacks and destroys the 
research vessel 




The latest and best in a 
great series of space 
combat games. Brilliant 
graphics and exciting 
missions make this 
a top game 
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BI view 


Tom Claicy’s 
Politika 


Yawl! Wake ne up whei the next reniutian starts, cimralel ZZZZZZ... 




om Clancy is a peculiar 
I character, and nothing 
illustrates this better than the 
introductory film that starts his new 
game, Politika. In a fake news flash, a 
CNN-style news reader appears on screen 
and announces in a serious tone of 



Sadly, these rather dull graphics 
are as interesting as It gets 



voice that Boris Yeltsin, President of the 
Russian Federation, has died. She goes 
into a few biographical details, then 
turns to her studio guest, Tom Clancy 
(for it is he) describing him as a 
'recognised authority on the former 
Soviet Union.' Just who recognised him 




is not explained. Clancy then witters on 
for about ten minutes about the 
political situation in the Russian 
Federation, trying to sound like he 
knows what he is talking about, and by 
the time he has finished you really wish 
he hadn't started. One gets the 
overwhelming impression of a man who 
is a legend in his own mind. 

Movie writes 

Mr Clancy is a successful writer of 
political thrillers, and several of his 
books have been turned into moderately 
good films, most notably 'Patriot 
Games', 'Clear And Present Dangeri and 
'The Hunt for Red October'. While his 
novels are well researched and fairly 
well written, this does not, in fact 
qualify him as a 'recognised authority' 
on the political system of the former 
Soviet Union, or anything else for that 
matter. He is a novelist, nothing more, 
and while the death of Boris Yeltsin and 
the ensuing political turmoil might be 
an interesting premise for a book, I do 
not believe that Tom Clancy knows what 
the outcome would be, and I do not 
welcome his opinion. 

Uoard stiff 

Anyway, this is a game review, so let's 
take a look at the game. Pretty dull 
stuff. I'm afraid. What you have is a 
Risk/Diplomacy-type board game with a 
map of the various countries that make 
up the Russian Federation. You choose 
which faction you wish to play as from 



fkis screeashot tram the pame pertectly captures all the excitlag aalmatloa yau will see It yea are untartuaate enough te play PalttlkB. The tlgares ndglt oecaslonaly, probably trom baredam 
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a list of eight, which includes such 
groups as the Military, the Mafia, the 
Church and, rather strangely, the now 
defunct KGB. Each faction plays in turn, 
with each turn being divided into five 
phases, during which you collect 
income, move pieces, trade, challenge 
and finally buy action cards. The idea is 
for your faction to seize control of as 
many countries as it possibly can by 
moving counters, playing special cards 
and rolling dice. Each of the different 
factions have a special power, but these 
powers seem to bear no relation to the 
actual influence of the real world groups 
they are supposed to represent. 

Grey day 

The game is designed to be played 
over the Internet with up to eight 
players, the idea being that you talk 
to your opponents, striking deals and 
making strategic alliances to increase 
your political power. As a board game 
it might appeal to dedicated 
Diplomacy players, but as a single 
player computer game, it is somewhat 
less interesting than watching paint 
dry. The graphics, if I can flatter 
them by using that word, are utterly 
dismal. There is virtually no 
animation, the map is a flat grey 
colour and the screen size is too 
small, even on a decent sized 
monitor. When the various cards 
appear, they are even more dull than 
the rest of the board and they 
obscure most of the playing area. The 
tone of the game is utterly 
humourless, much like Mr. Clancy's 
novels, and as a simulation of a 
highly complex political system it can 
only be described as simplistic. 

Brought to book 

Tom Clancy's name appears no less 
than nine times on the box, just in 
case you might forget who was 
responsible for this product. I think 


Mr. Clancy should stick to writing 
books, and leave game design to 
those with more talent for it. 

The game is packaged with a copy 


intrigue and huge explosions, 
interspersed with place and product 
names dropped in to give the 
impression that he knows what he is 
talking about. This technique worked 
well for Ian Fleming, but Clancy's 
writing lacks the sense of style and 
the 'Fleming sweep' which made 
James Bond a household name. 

Get a life 

I find the whole concept of playing 
board games on a computer 
somewhat sad. If you live in an 
isolated location and the Internet is 
your only contact with the outside 
world, then fair enough. However if 
you want to play a board game with 
your friends, have them over for the 
evening, buy a few bottles of wine or 
some beers, get some snacks in and 
rediscover the concept of a social 
life. Computer games are at their best 
when they use the machine's 
capabilities for the purpose of 
entertainment. They should be 


It might appeal to dedicated Diplomacy players 


of Tom Clancy's new novel 'Power 
Plays', which is allegedly based on 
the game. Fortunately it doesn't show, 
and the book is a fairly good read, 
with the usual mix of political 


exciting, fast, loud, colourful, and 
above all, FUN! Unfortunately Politika 
is none of these things, and is only 
going to be played by very dull 
people with no friends. CUff 






■ . __ 
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PUNDIfS 


Political pundits are a 
source of endless fun and 
amusement to the rest of 
us. Every time something 
important happens on the 
world stage, you'll see 
them crawl out of the 
woodwork and onto our TV 
screens. What I want to 
know is, if these so-called 
experts are so clever, how 
come none of them ever 
predict the major events 
in world politics before 
they happen. 

The arrest of Mikhail 
Gorbachev and the fall of 
Soviet communism came as 
a complete surprise to 
everyone, as did the 
removal of the Berlin Wall, 
the Iraqi invasion of 
Kuwait, and closer to home, 
the recent Labour landslide 
election victory. So why do 
we still have to listen to 
opinionated cranks who 
clearly don't know what 
they are talking about? 



le case you’d forgotten, this game is called Politika, and it’s by Tom Clancy, got that? Tom Clancy.. 


A very, very dull 
little board game which 
is even more deathly 
boring on a computer. 
Might find use as a cure 
for chronic insomnia 


VERDICT 
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hen Croc - Legend of the 
I Gobbos was released on the 
PlayStation late last year, it was a big 
hit - especially with younger players. It 
is a highly enjoyable platform adventure 
game, with lots of bright primary 
colours, happy little noises, and a cute 
and loveable central character. No 
blood, no explosions, and no sex. So it 
probably won't appeal to Carmageddon 
fans then... 


Kids today 

There can't be much doubt that this 
game is aimed fairly and squarely at 


Croc in a basket 

The object of the game is tied up with 
the story, so I'd better fill you in on 
the details. 

Croc is, of course, a crocodile. He was 
found, Moses-like, floating in a basket, 
and raised as an orphan by the king of 
the Gobbos, who are cute furry little 


the under-ten age group - but then so 
L are the Teletubbies, and I know 
w thirty-five-year-old men who answer 
^ their phone with "Eh-oh!" so you 
never can tell. I'm sure it isn't easy to 
design a game that will keep a young 
child entertained and interested for 
anything more than a few minutes 
whilst still presenting a challenge to 
older players. However Argonaut, the 
developers of Croc, have definitely got 
the hang of it. The levels are short, 
but each one contains several puzzles 
of varying degrees of difficulty, so you 
can complete a level quite easily or 
try for the harder-to-reach bits for 
more points if you feel up to it. 


things with big eyes. Some time later, 
after Croc had grown, a huge evil monster 
turned up and captured all the Gobbos. 
Croc was flown to safety by a friendly 
bird and is now on a mission to save his 
friends. The game plays like a sort of 
junior Tomb Raider; Croc can run, jump, 
hit enemies with his tail, push boxes, and 
grab onto ledges and pull himself up. You 
have to use these skills to negotiate a 
huge variety of puzzles, crossing log 
bridges, leaping lava pits, pressing 


t fhiiiMhr wflo itwk« 

must hav* 

ttrrtfsrtl ww t^nu? last year 
that favmtrlte genre was 
to look a bit stale. 
All tht* old (James wens pretty 
.ibke and onos you had 
one you had played 
them all. All tho«? Marh and 
S(mk fAe 

filtfhwonn Jim. all 
like the same game 
Rwentty however, 
tlkwr h.rs been a bit of a 
(t'wlutlon in the platform 
until. 4/v s Ckktworid 

( nt^ Skindkoot and 
have breathed new 
IthHnto an ancient genre 




legend of 


So the kMs are hired wtth their Ghristiias presents atready? 
Here’s jnst the thing to keep them happy. 


the Gebbos 
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buttons and so on, collecting gems as 
you go and freeing the captured Gobbos. 

Lara Croc 

You control Croc in much the same way 
as you do Lara Croft, and the camera 
view follows him around in the familiar 
Tomb Raider style. Croc has total 
freedom of movement within the 3D 
environment of the level, rather than 
being 'on rails' as in some platform 
games, and the camera view can be 
altered to suit your taste. The levels are 
laid out with a great deal of skill. On 
most, it is possible to simply run 
through the level, ignoring the gems 
and the plaintive squeaks of 
the cute little captives, and 
head straight for the exit 
door. However, on each level 
there are several different 
puzzles of varying levels of 
difficulty, each with 
commensurate rewards, and 
often there are side levels 
to complete as well. None 
are vital to complete the 


level, but you get more points if you do 
them. Laying the game out in such a 
way means that very young players can 
still get a lot of enjoyment out of the 
game even if they can't do some of the 
sections. They won't get stuck, and 
they can always go back and do the 
bits they missed later. This should 
ensure the game's long term appeal. 

Tech stuff 

The technical performance of the 
game is just as impressive. Running 
on a P200 with a 3Dfx accelerator, 
the graphics were fast and fluid 
even on 800x600 resolution. 
The animation of the central 
character is excellent, and 
the landscapes are sharp and 
solid looking, with vibrant, 
eye-catching colours. In 
the highest resolution the 
graphics were, if 
anything, a bit too sharp. On 
480x640 they seemed to be at 
their optimum. The sound 
quality is also good, with 




Who is that green super-hero? It’s Croc, the world’s cutest Crocodile. He runs, he jumps, he saves 
the world, and he’s coming to a PC near you soon 



the various characters having 
suitable voices whilst being 
accompanied by a happy little tune 
playing in the background. 

I think the keyword for describing 
Croc is charm. This is a charming 
game, which you can happily give to 
your children or younger relatives 
without worrying about the content, 
and you can be sure that they will be 
entertained for hours. Always assuming 
that they can kick you off it for long 
enough to have a go... Cliff 


CUTENESS 


According to psychologists, 
anything which has a 
disproprtionately large head 
compared to its body will 
appeal to the parental 
instincts of just about 
anyone, and that is what we 
call cute. Think about babies, 
kittens, and most children's 
cartoon characters for a 
moment and you will see 
what I mean. All the 
characters in Croc have this 
endearing characteristic, and 
it gives them an instant 
appeal on an emotional level. 
Only the main baddy is tall 
and threatening, and 
proportioned more like an 
adult Not cute at alL.. 
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football 
Masters ‘98 


In 1 games world tkat is kecomlag iiicreasiaglii dominated kl Iko ‘Hg koy’ puHiskors, 
ESP Software onotinoes to tkrin witk its portmiio at jnst one game, AntW Masters. 
Most ke sometking special we tkoogkt, so we decided to fled out. 







Team Selection 


M.Gregg 

12 C.McCrone 
16 N.Allison 

L.Barrow 
i< D.Chapman 
ITB.Gayle 
J.Gittens 
J.Robinson 
15 T.Spearing 
A.Watson 
G.Clayton 

13 K.Hodges 
J.Hunt 

iTS.McCall 
'If M.Preston 
J.Williams 



ootball Masters has been around 
I in some shape or form for the 
last eight years, a fact which developers, 
ESP Software, are understandably proud 
of. Whilst Eidos and Championship 
Manager continue to grab the headlines. 
Football Masters continues to please a 
growing number of dedicated fans. With 
all the clubs from the leagues of 
Germany, Italy, England and Scotland, real 
players with authentic, or fantasy ratings, 
a tactics editor which allows players to 
create their own unique formations and a 
comprehensive transfer market, the 
content and options within the game are 
certainly very good and it's not hard to 
see how it has built up this following. 

Playing the game is unfortunately a 
different matter, with the matches 
themselves proving to be something of a 
disappointment. Having first selected 
their team and tactics, players are 
whisked off to the match screen which 
has all the players names listed down 
either side of a pitch. Once the match 


kicks off, a ball moves around the pitch 
denoting where the action is currently 
taking place. Performance bars by the 
side of each player's name lets the 
manager know how the individual 
members of their team are playing, but 
there's no way of breaking this down to 
find out exactly why a player is having a 
good, or bad game. At the end of a game 
possession bars inform players which side 
had territorial advantage in the key areas 
of the playing field and some token 
stats, such as shots on goal, give them a 
vague idea of how things went, but not 
enough information is passed on to allow 
them to develop their game. 

One of the strengths of Championship 
Manager is that it allows players to see 
exactly how each individual (and the 
team as a whole) is playing at any point 
during a match, which then affords them 
the opportunity to try and influence the 
result by changing tactics and 
substituting players. In Football Masters 
it's much harder to do this. Some may 
like the added challenge this brings to 


STAT CITY 


As with Premier Manager, Football 
Masters '98 lets players take over as 
much, or as little control of the club 
they are managing as they like. With 
all options turned on, players will have 
to oversee finances, player training, 
team selection, match tactics, transfers 
and loans. Should they prefer, players 
can set the game up so that all they 
have to concern themself with is the 
picking of the team! 



the game, but I find it hard to see it as 
anything but a flaw. 

Football Masters has its redeeming 
features though, the most impressive of 
which is an extensive club history for 
each of the teams in the game. Whether 
you're a Manchester United fan, or a 
Torquay one, you'll be able to find out 
everything that there is to know about 
your team, including all its league 
results dating right back to 1871. In 
fact, such is the detail to the club 
histories, it's almost easier to 
recommend this as a football 
encyclopedia, rather than a game! Ion 
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A naiiE, nystical adveatire with dragaas, giants, evil sorcerers and rock hnriers, 

so prepare to he mildly interested! 




The variety of landscapes at least 
makes a change frnm the nnrm 


It might not have a lot else, 
but it sure does have a load 
rnagic^Each spell caster 
has a certain amount of 
spell power, or Mana, which 
4s renewed at the beginning 
of each turn. There are four 
different types of spell 
available to each of the 
^ht orders. These are. 
Combat Other, Combat Self, 
Scrolling Map and General 
Knowledge. Also, each order 
has spells appropriate to 
their nature; for instance, 
the faith of Air have magical 
control of most elements of 
wind with spells like Head 
Wind, Wind Walk, Wind 
Mitts. Guardian Winds, and 
Sand Storm. Whereas the 
faith of Death have a far 
darker (but equally 
powerful!) choice of spells: 
Curse, Primal Fear, Decay, 
tost Soul, Unholy Word and 
Purge Wounds. Mind you, 
these are just a few of the 
ipells^available just to give 
you an idea . 



ords of Magic is a so-called 

I_I turn-based strategy game set 

in a huge fantasy world called Urak. 
Peace reigned for centuries until the 
evil sorcerer Balkoth began a terrifying 
and bloody war against its peoples. The 
followers of evil laid waste to the land 
and destroyed most of the great 
temples - those that survived they took 
over and used for their own devious 
ends, mainly to further the glory of 
their lord, Balkoth. 

The game starts with a reasonably 
atmospheric intro, nicely rendered and 
not too long. The front end is intuitive 
and well laid out, offering the following 
options: last save, new game, load 
game, multiplay, map editor, custom, 
and of course, the exit. The first three 
of these are pretty self explanatory, but 
I'll run through the others anyway. 

To keep up with the current trend for 
mass online gaming, Lords of Magic jams 
the throng with several standard 
multiplayer options; a two player game 
with a couple of machines linked with a 
serial cable; a modem game; a local area 
network connection; or you could even 
use Sierra's Internet Gaming Service 
(S.I.G.S). The map editor is a darned 
useful option if the landscape is not up 


to scratch or just boring! The editor 
opens on a blank game screen with only 
the villages of the different players 
visible. It is then possible to add almost 
any type of terrain; rough, lakes and 
rivers, desert, mountains, meadows, ice, 
plains, swamp lava and city type terrain. 
There are two editing modes; painting 
and terraforming. Painting is exactly 


what it says, it allows you to paint the 
above land types wherever you feel it is 
needed. The terraforming option however, 
is used to change the shape of the land, 
create canyons, mountains, lakes and all 
sorts of things. For instance, let's say I 
wanted my village in a deep wooded 
valley with a river running through it to 
a large lake. Easy! After selecting 
terraforming and mountains, just 
repeatedly click down where you want to 
raise the land until the desired level has 
been obtained, paint in the river and 
lake section where it's needed, then for 
the final touch, dot a few trees around 
the area and Bob's yer father's brother. 

Evil incarnate 

The game revolves around the usual 
things; gold, reputation, beer, crystals, 





As well as the usual standard fnur elements - earth, air, water, and fire - lords of Maaic uses an additinnal fnur. These are death, life, nrder and chans 
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and, of course, the need for adventure, 
with the ultimate aim of vanquishing 
that nasty sorcerer Balkoth. 

To start with a character needs to be 
created. This is done by first picking 
what type of player is needed; a Mage, a 
Warrior or a Thief. At the beginning of 
the game, the Warrior class is probably 
the easiest of them, but as the other 
characters grow they tend to even out 
somewhat. Next, the hero needs to have 
a faith to fight for. There are eight 
available; Earth, Air, Fire, Water, Death, 
Life, Chaos and Order. All of these have 
their advantages and disadvantages and 
can all be chosen with the one 
exception of Balkoth's faith, the Death 
order. This unfortunately can only be 
picked by the player when they have 
vanquished the sorcerer with another 
order beforehand. Once all that 
paraphernalia is out the way the real 
game can begin. 

The main game screen is an 
isometric view of the landscape with 
a tool bar across the bottom showing 
all of that player's heroes, their 
followers, the amount of gold, 
crystals and beer, and the zoom in 
and out icons. Each character will 
start somewhere close to their city, 
which at the start consists of a 
barracks, a thieves' guild, a wizard's 
tower, a library and the city itself. 

The first and most important thing 
to do is liberate a Great Temple. Once 
this has been sorted there will then 


be enough resources and gold to 
produce a stronghold - this will gain 
the hero many useful bonuses like new 
followers, increased popularity and 
possibly even some more trained 
troops. Sooner or later though with all 
those nice places to visit it's 
inevitable that there's gonna be a 
fight, and this is where the whole 
thing is let down rather badly I'm 


possibilities: 1) Let the computer 
work out the whole lot - number 
crunching, no battle visible! 2) Let 
the machine control the people and 
watch the battle unfold, or 3) Do it 
yourself by dishing out commands to 
each and every member of your side. 
The victor will gain gold and crystals 
for their efforts, not to mention 
reputation. 


The first and most important thing to do 

is liberate a Great Temple 


afraid - it's not that it's particularly 
crap, it's just that it's a little dull and 
could have been done so much better 
with a bit of thought 

After a huge loading time, the 
hero and his companions appear, 
usually in a cave facing the 
opposition, from here there are three 


All in all an average game, and an 
almost identical clone of Heroes of 
Might and Magic. I would imagine 
that younger gamers could get 
seriously into Lords of Magic, (if you 
can drag 'em out the pub anyhow!) 
But for the average gamer it simply 
won't be enough! Graham 



If you feel like a bit of a sit down, then the Wizard’s Tower might be just the building for your needs 



A reasonable turn-based 
strategy game that could 
have been so much more 
had extra thought been 
put in to the combat side 
of things. 


VERDICT 



OUT OF 100 


zinv 

Tiny Computers Limited 
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Once you have mastered 
your stroke, why not take 
your game to the 
international arena? 
Designed with the 
game are a number of 
Net options. Players 
can either host or 
join a game from 
the selection of 
available games. 

Modem link or 
Local Area Network 
are also available. 

Up to four players 
wilt be able to play at 
any one time, so you 
can set up some pretty 
good championships 




think there are less things to 
concentrate on with the traditional 
method, it is just a matter of timing. 
With that method you know exactly 
when you are going to have a bad shot. 
It's just good that players can try out 
both methods at their leisure. 

Pius fours 

The golfers themselves are 3D polygonal 
figures, though you don't notice the 
polygons that much, which is clever. 

There are a few to choose from, including 
the man himself, and the game also 
caters for female and left-handed players. 
You can play against three other players, 
of which some can be computer driven 
whilst others can be friends. Each player 
has their own stats. The physics are all 
very accurate, although, luckily, you don't 


They’ve taken to growing bushes in bunkers! 


El Sports, known for their sneoessfnl string of sports gamos, rotoase the now 
Jock ill/eitfaos gott gone. Foitowing to the footsteps of ne aiffPra and 5/erra 

Sports, Soft ptapers wilt ase their oinnse. 


There are more characters than 
just Jack Nicklaus to play with 


ack Nicklaus 5 is a golfer's 
I dream. It must be one of the 
most realistic looking golf games on 
the PC. This is a serious attempt at a 
golf game. The Jack Nicklaus series 
has always been quite successful with 
the emphasis on realism rather than 
arcade fun. 

The last year or so has seen a few 
developments in the way golf games 
have been designed. Most use motion 
capture these days for the characters, 
which give them nice fluid swings. A 
few have also spent time and effort 
creating a whole new swing system 
utilising the mouse. This technique is 
still in its early days and it tends to 
make playing far more difficult than 
the traditional three point click 
method. Gamers have always enjoyed 


this method and I expect a lot of 
people will not be that keen to 
change to something new. With this in 
mind the new Jack Nicklaus game has 
options. Not that revolutionary, 
having options, but all the other 
games with mouse swing don't have 
an option not to use it. 

The new option for the mouse is one 
of the most technical around. As you 
slide the mouse side to side players get 
a top down view over the ball and 
arrows either side of it which tell them 
whether the ball will be sliced, overhit 
or simply drop off the tee. It took a 
long time to get the hang of this 
method, which seemed to work best if 
you kept the mouse moving in a straight 
line at all times. Saying that however, 
my scores using the traditional method 
were far better and more consistent. I 
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There are a whole load more 
options not shown here that help 
you get onto the fairway easily 


As far as the essentials go, you have all the 
Information and features you need 


accessible than both The Golf Pro and 
Sierra Sports Golf. Also, the graphics 
seem to be better even on a P120 
compared to the best of the rest. The 
game is Let down by that Arctic 
course, but at least you can design 
your own if you like. That said, in 
comparison with British Open 
Championship Golf \t Lacks some of the 
detail, such as the caddie and in- 
depth shot designer where you get to 
alter the foot placement. 

Jock Nicklaus 5 is a good progression 
for the series with some nice features 
and excellent graphics. This should be a 
strong competitor for the best golf 
game of the year. Oavid 


computer tends to give you their best 
choice. There is a bar at the bottom of 
the screen which gives the wind details, 
the lie of the ball and the yards to the 
pin. For those people who find it hard to 
read the green there is an animated grid 
to help out and also a cross section from 
the ball to the tee. So, as far as the 
essentials go, you have all the 
information and features you need. 


Of course 

The game has five new courses ranging 
from desert to high mountain tees, 
making it twelve in all. Hualalai is a 
course which looks like it has been built 
on the moon. Tall palm trees Line the 
fairway and all around there is encrusted 
lava, which is quite fun. There is an 
Arctic course too though, so you can 
forget what I said about the game being 
serious. Thankfully I didn't notice any 
polar bears roaming the fairways, but 
there are flaming penguins - what an 
awful idea. Lucky this course wasn't one 
of six of the courses designed by Jack, so 
his reputation is intact. 

The Course Designer has been a 
popular feature of the Jack Nicklaus 


have to wait for your player to walk up to 
the ball. The tee also flicks off when you 
hit the ball really hard. With each shot 
players have the choice of clubs, and the 


series. This has been upgraded heavily 
with the option to use user-created art 
for objects, textures and horizons. Also, 
with the test hole feature you can play 
through a fairway which you have 
created and then add a few more 
bunkers if and where necessary. Players 
will even be able to create their own 
animated objects Like seagulls or polar 
bears if you want! 

Beautifully rendered 

The graphics are mostly similar to PGA 
Tour Pro, with a similar flight 
guideline to help give players an idea 
of where the ball will land, though in 


reality it is very tough to make such 
perfect shots. The presence of the 
traditional mode and the new mouse 
play option makes the game more 


He we see Jack putting to save the championship. He is using the traditional three point click method 


UIT MATE NED 


/\CCOLADE 


E34.99 


OUT NOW 


iVww.accolade.com 


16MB 


DIRECTX 5.0 


5B + 100%C 


KEYS AND MOUSE 


One of the best Golf 
games available for the 
PC with accurate physics 
and superb graphics - a 
real golfers paradise 
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ReseniBLian Pnm I Please reserve me a copy of the First Issue of PC Force at the amazing price of £1.95 


If you wish to receive a copy of |^^L”nnP| 
or want to place a regular order for 
The Ideal companion for dedicated PC gamers 
then hand this form into your local newsagent. 


Name 


Address 


Postcode 


'i 'lU (tfO i i la 


In this free sample we have two examples of the unique style of our 
reviews. Each review is packed with information and is written by 
an experienced games journalist - plus PC Force’s dynamic design 
displays the graphical qualities of the title to the full. 


Every issue will contain all the latest releases, reviewed and rated. 
From stunning six-page exclusives on the biggest titles to entertaining 
spreads on all the other games available that month, PC Force is 
the perfect magazine for PC gamers. 
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Ulell read on, the ansmer to your prayers may be at your fingertips... 
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of the best in PC reviews and solutions, , 

PC Force is an opportunity that’s just too good to miss! 
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The I.E.D. Wars 




And you nought you’d seen the last of the 
emmaml S Cimvier cloees... Net a chance! 



really do think it's about time 
I somebody came up with a new 
concept for a real-time strategy games, in 
almost all of them there is a world disaster 
of some sort, and left behind are several 
sides who have to fight for domination of 
the world. This usually involves land and 
sea units in an assortment of 
configurations. Well, what a surprise. The 
LE.D. Wars is. I'm afraid, exactly that. 

Set in the future, the world has 
advanced in genetic technology in leaps 
and bounds, the research scientists have 
come up with a breakthrough, eliminating 
things like AIDS and cancer, and generally 
making life quite a lot more bearable. 

But, like all good plans, it backfires 
rather badly, letting a dangerous DNA 
changing peptide out into the 
community. Then a new drug was found, 
LE.D. or Life Evolution Drug, which was 
to alter the lives of every human being 
on the surface of the planet. For this 
drug was the only thing that could halt 
the progress of the disease and it had to 
be taken regularly, by all. And so the race 
was on, suddenly every corporation big or 
small wanted to jump on the bandwagon. 


With realistic-looking mod and grass, this Isoks more like a bird’s eye view of Glastonbury festival 


to be sown, harvested and refined before it 
can be used. The other is oil, this also has 
to be found and then refined. Oil is used to 
power the majority of the buildings rather 


A few months ago I’d have raved about it, 
but the genre is getting rather tired now 


The smallest were squashed and forgotten 
until eventually there was only two 
serious contenders: you and them! 

The highs and lows 

Like most of its counterparts, there are 
several resources that have to be found and 
refined; the main one is LE.D. This resource 
comes from manufactured seeds that have 


Li.D. cold-lampin’ in effek’ boyeeezl 
It’s back to da old skool for da Larian crew... 


than any vehicles, so it is essential that 
there is a good supply. 

The game itself looks reasonable, with 
multi-layer terrain and some pretty 
explosions, but the ground itself is a little 
dull and uninteresting. As the game is set 
on both land and water, there is an 
excellent selection of different types of 
units, from the usual standard infantry to 
mobile rocket launchers and heavy tanks. 

All the units are of a decent size and 
therefore easy to identify when things get 
a little hectic. There is also a good 
selection of buildings. These vary from 
small but essential radar systems to 
advanced factories. You can apply the usual 
tactics to the game, which is to build lots 
and lots of combat units and then take the 
whole lot into the skirmish, it seems to 
work on the first half dozen at least! 

A few months ago I'd have raved 
about it, but the genre is getting rather 
tired now, and this. I'm afraid, is another 
in the line of clones. Graham 



SIMPLE, JUST 
V-MAIL ‘EM! 


One thing that did make me laugh mind 
you, is the mission briefings. While the 
mission details are printed to the 
screen, there is a small video window 
with various characters explaining your 
objectives via the V-mail. It really does 
look like they are all played by the 
same person. First there's Colonel 
Wiggie, (honest!) your commanding 
officer; John Faber Jr., the dude who 
runs the company; a mad Russian 
sounding professor bloke, and even a 
television evangelist going on about 
how good L.E.D. is. There are several 
more of them yet, but you've got to 
have some surprises haven't you? 








DITIMATE PC I ISSUE SIX I FEBRUARY 1998 










































OM Ccir^fi 



64 CotHC BiiiAfer deliverA 132 
pagcA of CkeotAy TipA and 
SolMfioMA for every N64 
gome ever releoAed! 


Victorif iA in flte palm of tfottr ftoMcff 




Warheads 

Explore stranie new werlPs, seek out new civilisations, 
and bsidl} chuck honks at them... 







his low-price release from lonos 
I is an interesting little item, and 
I for one have never seen a game quite 
like it. Allow me to try and explain. 

You get a flat 2D playing area 
containing several large, textured disks 
representing planets. Each player has a 
spaceship parked on the edge of one or 
another of these planets, held there by 
the simulated gravity. You have a 
selection of fifty ballistic weapons with 
which to destroy the other players, who 
are similarly located on the same or 



tokens which are scattered around the 
playing area. Each time you use a weapon, 
except for the default Small Bomb, it will 


It Is at about the same level 
of techelcal complexity as Worms 


other worlds. The weapons' trajectories 
are influenced by the gravity fields of the 
planets, so the skill comes in judging the 
angle and power of each shot so that it 
hits one of your opponents. You can 
move your ship around the screen in 
much the same way, by aiming carefully 
and then firing the engines. This tends 
to be a bit hit and miss, and you usually 
end up bouncing around the screen like a 
pinball ball. 

Bucks for your baog 

The other element in the game is money. 
You start with a set allocation, but you can 
get more during the game by collecting 


cost you money, and the better the 
weapon, the more it will cost you. The 
different weapons all do different things; 



Some of those weapoos can eat a whole planet 





some are like cluster bombs, some tunnel 
through planets, some spread napalm, etc. 
There are lots of different effects, and the 
game includes a weapon editor so you can 
construct your own special surprises. 

The game is playable over the 
Internet or a local network, and comes 
with an offer to join Total Entertainment 
Network, with five free hours of play. 

Worms Ifl space 

This is not a particularly sophisticated 
game, and if it was priced at forty 
pounds I would slate it unmercifully. It 
is at about the same level of technical 
complexity as Worms, and could be 
compared to that title in some ways. I 
have to say that I enjoy playing Worms, 
and this game is not really as good, 
although the multiplayer aspect of it 
does give it a slight edge. It would have 
been a big hit about ten years ago, but 
today its rather crude graphics make it 
look more than a bit cheesy. Cliff 
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After last manth’s head ta head hidween two new bashethall games, we bring gon a late ewner. 
And, fnr nnee, it’s net jnst a yearly update or anything to da with NBA. 





Baskets are by no means easy to score and 
yet the opposition teams always seem 
particularly adept at it! 



I his is a big game in the sense 
; of its global scale. It is good to 
see a game without too many complicated 
features, big intros or confusing controls. 
As soon as you begin the game you know 
what is what. You have the choice to drop 
straight into an Exhibition game. This is 
meant to be a sort of pre-season match to 
get used to your players. The stats from 
the game will not be saved or alter your 
players' performance, but it is an excellent 
way to have a quick and easy game. 


Ail areuMd the worid 

You can choose to play as a country 
from the Americas, Western Europe, 
Eastern Europe or Asia, totalling thirty 
two in all. Each team has stats derived 
from the 96/97 season that then get 
updated as you involve the teams in 
various seasons and tournaments. The 
player ratings include height, weight, 
strength, game aptitude and ball 
handling. Each player can be modified 
even up to the point of changing their 


age, which was probably included so 
that the young ones could drink after 
the games. 

SeisonsBune and m 

The seasons are quite good to play 
through. You can choose to simulate 
some of the matches to make things 
move on quicker, but it is always good to 
play them yourself. Unfortunately there 
are no end of game stats after simulating 
just a score, but it is pretty easy to check 
the team stats and the calendar to see 
how everything is going. Tournaments are 
also there with play-offs, semis and finals 
ending with the championship rounds. 

The game itself runs quite smoothly, but 
the graphics are not really up to the 
standard set by NBA Live '98. There is no 
3DFX option either which is a shame. 
Compared to NBA Hangtime this game is 
pretty good. It aims more at being a serious 
simulation rather than an arcade 2D affair. 
The computer players seem a bit too good, 
but it is nice that you can't score from 
defence very well, unlike a few basketball 
games that I won't mention now. It is good 
that the game supports a load of gamepad 
options and save places too. 

World League Basketball is a decent 
enough game, but unless you really 
want world teams it may be worth 
looking at some of the other 
basketball games. Pave 



As basketball is a non-contact sport, if you get 
in the way of the opposition, you’re likely to 
pick up a foul 



There’s a range of views which 
can be used for each match 
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PAD, KEYS AND MOUSE 


World League Basketball 
is not the best basketball 
game on the market, 
but if you're into the 
World League then this 
is the game for you 
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Eiter the world of the Aoierlcan Civil War and see If you can change the course of history. 
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ere's your chance to go back 
in time and see if you have 
what it takes to become as great as the 
generals of yesteryear; Lee, Grant, or 
Sherman to name a few. 

The game is easy to install. As 
normal there are several different 
sized installations to choose, the 
biggest being around 250 megs, and 
the smallest about 50. There's a quick 
intro depicting a realistic battle 
scene, all in glorious FMV. The main 
menu screen offers six options: load, 
campaigns, battles, multiplayer, 
editor, and of course, an exit. I went 
straight in for a battle first and was 
pleasantly surprised to find a plethora 
of skirmishes to choose from - in fact 
there are over 40 historical battles 
and a silly amount of alternative 
battles. As a hex-based war game it 
definitely works well; the control 
system is pretty intuitive, and the 
main game screen is well laid out and 
easy to understand. 


As you've probably gathered, the 
game is based around the American Civil 
War set in the mid-1800's, letting you 
take control of either the Union or the 
Rebel side. It differs from the normal 
run of the mill war sim in several ways, 
the main one being victory conditions. 
Just because you have defeated the 
enemy doesn't necessarily mean that 
you have won the battle. There are lots 
of conditions to take into account- 
casualties, moral, how many units were 
routed and so on. 

Charge! 

Civil War Generals 2 offers two rhodes (for 
want of a better word!) of play: single 
battles or a campaign game. In the 
battles option you can play any of the 
scenarios in any order you see fit, 
whereas in the campaign game you have 
to play a series of battles to a victorious 
(hopefully) climax. The system used for 
continuing the campaign is very realistic, 
as the outcome from one battle will 




Hex-based war games can appear confusing to the uninitiated, but one of this game’s great strengths is it’s easy-to-use piayer interface, which can help to simplify a complex battle situation 
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directly effect the next. It isn't actually 
necessary to win every battle, but you 
will have to come up trumps on quite a 
few to get a result. 

It is a turn-based game using action 
points. With each turn every unit gets a 
certain amount of points to use, to 
move, to enter a combat or to change 
formation. Terrain makes a big difference 
to movement - using roads, tracks or 
railroads will let units move further while 


They have limited vision and limited 
movement but are the mainstay of any 
large battle. Next up are the Cavalry. 
They have a far greater movement range 
which make them really useful for 
scouting and such, but because they 
have fewer men the damage they can 
cause in combat is far less than the 
foot soldiers. If you need to find out 
the whereabouts of an enemy, then 
Scouts come into their own. They can 



good as their commander. This is where 
the Corps HQ comes into play as the 
command centre - plus, the closer your 
troops are to the HQ, the more they 
will receive benefits from it. It can also 
help boost the moral of routed troops 
too. There are too many units to go 
into detail for each one, but also 
available are Heavy Artillery, Horse 
Artillery, Siege Mortars, Frigates, 
Gunboats, and Mortar Gunboats and 
probably a few more that I've missed! 

It's quite a relief to find a eminently 
playable turn-based game without the 
complexity that tends to go hand in 
hand with most of them. A fine effort 
that should prove a big hit with 
strategy fans. Graham 



Just because you have defeated the enemy 
necessarily mean that you have won the battle 


forests, hills, and swamps will slow them 
right down. Most of the units need to 
have their formations changed before 
they can enter a combat. For example, an 
artillery unit will need a turn to set up 
their cannons to prepare for combat. 

night away! Sir! 

Speaking of units, there are a pretty 
good selection to choose from. 

First off. Infantry. These are the 
basic foot soldiers, fodder if you like. 


see further than any other unit and 
they have an excellent movement rate, 
but suffer the disadvantage of not 
being able to directly attack an 
opponent. Another very useful unit is 
the Specialists. They are a crack shot 
team, carefully picked from the main 
army and grouped in units. The Artillery 
are an absolutely essential playing 
piece, being able to attack from afar 
and sometimes even take out the target 
completely. Any good army is only as 


Full mutinn video footage of accurate historical recoostructions helps to set the sceoe, recreatiog one of the bloodiest episodes in America’s histnry 
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KEYS AND MOUSE 

One of the more 
playable turn-based 
games I've come across, 
with an easy to use 
interface and startling 
attention to detail 


VERDICT 
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Here we have a point and click horror spoof adventore with a pretty sinister plot. The seqoel to Sped 
will either blow os away or hore us to death. Which will it he? 



ell, once installed you drop 
1 straight into some hefty 
credits as the camera zooms over dark 
waters towards some mainland in the 
distance. Already we are witness to the 
darkened world of The Quivering. 
Without any major introduction or 
options screen you are given a choice 
to either start a new game or quit. 
Well, we proceed with care. 







A spoof horror point and 
click adventure game 
that's from another 
dimension entirely - it 
might have been better 
off staying there! 


Tiny (iotnpuiera iJrnited 


THE BIG COMPUTER SPECIALISTS 


ALTERNATIVE SOFTWARE 


Point ‘n’ click adventure games 
have progressed heyond this 


ALTERNATIVE SOFTWARE 


TBA 


MARCH 


www.altware.demon. CO. uk 


ONE 


SMB 


PlOO 


Videoiiroine 

The interface you are presented with 
is as straightforward as the 
introduction. Rather than the 
traditional arrow or pointer we are 
presented with a skull that changes 
as you move it around the screen. To 
move forward an arrow appears on 
the skull's head and to pick up 
objects a hand appears beneath the 
skull, (alas poor Yorrick style). But to 
begin with there is very little to 
collect. In fact as you wander about, 
looking in the tavern and speaking to 
a few of the people there, you really 
do feel a bit lost as to what is going 
on. It is only when you eventually 
speak to the raven that appears at 
the crossroads do things start fitting 
together - that is if you haven't 
already been killed by stupidly 
thinking you could enter the woods 
at night and get out alive! When you 
speak to the raven he soon informs 
you that he is your uncle Franken 
Stamp and has been transformed into 
a raven by the evil Big D. You soon 
find out that this woeful state of 
affairs was due to his experiments 
with dimension gates, and Big D and 


his band of Imps just happened to 
enter this dimension. Suddenly 
everything becomes clear. Franken 
gives you a Ghoul cube which becomes 
your inventory and seemingly sits on 
your shoulder to help you out as you 
progress through the game. 

Rocky horror 

Considering this is supposed to be a 


In a scene that cnuld have come straight from the classic ‘American Werewolf in London’ movie, the 
inhabitants of the local pub warn our friend not to gout on the moors! 


spoof horror, there doesn't seem to 
be much humour or many horrific 
features to the game. The graphics 
are cartoon annimations, and even 
when you get eaten there isn't much 
sign of any blood, so they certainly 
won't have any trouble with the 
censors. The music is not dramatic 
enough to create any level of 
suspense, which is a shame, and as I 
have already mentioned, the comedy 
is just a little bit obvious and rarely 
funny. To compare it to the great point 
and click games of last year such as 
Riven, The Feeble Files, and, of course. 
Blade Runner doesn't seem fair - it 
doesn't live up to any of their brilliant 
new innovations or ideas. In this sense 
it might as well have come out 
five years ago. 

The idea of a spoof like the 
Monkey Island series is a strong 
enough proposal, though in this 
case not fully 
exploited. David 
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H I ■ a great adventure game. 
SLiJli It mixes point and click 
exploration with resource management, 
skills and combat, and I cannot think of 
too many other games that have tried 
this. The game is based on the book by 
Frank Herbert. All the action takes place 
on Arrakis, the desert planet. 

Set in the year 10191, during the rule 
of the Padisha Emperor Shadam the Fourth, 
players take up the role of Paul Atreides. 

His family have been granted the rights to 
mine for the most precious substance in 
the universe. Spice, and compete against 
their enemies the Harkonnen. 

You must first seek out the Fremen and 
ask them to help you mine for spice, as 
your supplies are at a minimum. There is a 
deep plot that underlies the game which 


unfolds the more you play - apparently it 
takes about sixty hours to complete so it's 
lucky there is a save option. 

As a point and click adventure alone 
it's interesting and expansive, even the 
graphics for a game of its age are 
surprisingly good. But along with the 
commanding elements - the control of 
the Fremen troops and workers and the 
mining of spice - there is much more to 
this game than simple puzzle solving 
and wandering about. The only 
annoying thing about the game is the 
repetitiveness of the speech and parts 
of the landscape, not to mention the 
Fremen who all look really alike apart 
from some weird hair changes. 

The sequel to this game. Dune II 
developed the ideas of resource 
management and went on to inspire 
the game Command & Conquer. ■ 


Sun, sand, and more sand. The spectacular, if rather dry, world of Frank Herhet’s 
classic science-fiction novel comes vividly to life in this ground breaking game 


U i his month Activision take us 

_ back to the halcyon days of the 

Commodore 64 when graphics and sound 
were rudimentary and games were simple 
and easy to get into. Take for example 
Activision's Park Patrol. All you had to do 
in this game was to clean up the litter, 
watch for drowning swimmers and mind 
the forest animals. OK, so these games 
are nowhere near as realistic, complex 
and 3D as today's games, but many of us 
older gamers were brought up on titles 
such as these and without them you 
wouldn't have Quake or Tomb Raider. This 
pack will appeal to people who maybe 
used to play these games during their 
childhood and have sold or lost them and 
have fond memories they want to relive. 

With fifteen titles in this pack there 
is a wide variety of games here to make 


you chuckle, and they all use little to no 
space on your computer either. One of 
the cool games in this pack is Decathlon. 
It's a real finger basher where you have 
to put loads of effort and energy into the 
running and make sure you jump at the 
right point. The other games include: 
Alcazar, Beamrider, G.A.C.C. Road Race, 
Hacker, Little Comp People, Master of the 
Lamps, Portal, Rock n' Bolt, Top Fuel 
Eliminator, Toy Bizarre, Web Dimension, 
Zenji and Zone Ranger. 

Another cool thing they had was 
this funny little 'Outside World' sound 
effects option. It had people's voices 
that came in on top of the other 
sounds to nag on at you about how 
much time you are spending on your 
computer. People didn't have parents 
in those days. ■ 


Ah, those were the days, a golden age when 
sprites were real sprites, sound effects went 
‘beep beep’, and ‘state-of-the-art graphics’ 
meant you got more than four colours 
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which give useful abilities such as a 
punching fist, grabbing fist and even 
the ability to run, wow! And therein lies 
the problem with Rayman - it's really 
too standard. An old genre with nothing 
much more to say for itself. 

Pretty graphics certainly make it look 
cute, even with more gold. The controls 
are smooth and the sound is sufficiently 
quirky to raise a smile, but the game 
does get annoying and frustrating after a 
while and there is nothing you can do 
about it. It is just all too repetitive. This 
game is certainly for the younger player 
and thankfully the price is much closer to 
a child's price range - but only just. The 
story is weak too, watered down so much 
for the younger age group it really sounds 
like it was created at the last minute. 

For what you get in the package it is 
worth the money, more so if you didn't 
get to see the original. Even though 
many regard Rayman as a classic, there 
is not that much other than sales figures 
to substantiate it. ■ 


he Rayman is back 


returning 

HJB his million selling triumph 
in golden boots and locks. This cartoon 
character was one of the most popular 
chaps around a few years ago and 
excited fans with his wacky antics and 
platform jumping abilities. Platform 
games have never really been as 
successful on the PC as they are on the 
consoles. For some reason Rayman really 
seemed to catch people imaginations, 
competing with the likes of Earthworm 
Jim and Pandemonium it did well to shift 
so many copies. Well now Rayman is back 
in the form of the Gold version. At 
budget price and with many more levels, 
an editor and other new features it may 
well clear up again. What's good about 
this pack is that it is not just an add-on. 
You get the original Rayman game plus 
24 new levels, all full of new monsters 
and puzzles. If that wasn't enough, you 
are also able to link up to the official 
Rayman Gold Web site for even more 
levels. If that still isn't enough then you 
can use the map editor provided to 
create your own devilish levels. 

So what is Rayman all about then? 
Well in this cartoon world nature and 
people live together peacefully. But all 
good things come to an end and evil Mr. 
Dark steals the Great Protoon that 
provides this harmony. Rayman must 
recapture the Protoon to save the world. 

Players must move through the 
levels freeing the imprisoned Electoons. 
Rayman must walk, jump and crawl to 
progress through the levels. Power-ups 
are available throughout the game 


-i^mm 


It’s not so easy savino yoor 
world from ultimate evil when 
ynur hands and feet aren’t even 
attatched to your body 


Rayman wondered if he should have warned 
the Electoons about his allergy to peanuts 
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Your European High Council will argue for who 
knows how long ahout which is the best way 
for you to spend your money, don’t listen! 


Be sure you have a copy of the 
original game before you go out 
and buy this little feller as you 
won’t get far without it 


- s we all know, the best game 
. in the universe (with the 
possible exception of Worms that is!) ■ 
is, and probably always will be, the 
Civilization series. And just when you 
thought you'd mastered the art of the 
game. Microprose decide to give us a 
pile of wonderful new fantasy worlds 
for our delectation. They are simple 
to install - just follow the 
instructions and you're away. Please 
note: it is absolutely essential that 
you own a full copy of Civilization II, 
otherwise you will not be able to play 
the new worlds, and that, as you can 
imagine, would be a loss of pretty 
gargantuan proportions! 

As long as you've got the original 
on your hard drive somewhere, all that 
you have to do is to start up the 
Fantasy Worlds CD and then load in 
the one of the new worlds. There are 
plenty to choose from: Atlantis, 
Dinosaur, Iceplanet, Mars, Masters of 
Magic, Midgard, New World, Samurai, 
Verne, and last but certainly not least, 
X-Com. The new worlds consist mainly 
of previously unknown landscape 
designs and a whole plethora of new 
units and advancements. 


_ ‘"l: . uteJLj. ^1. a H'' 

To give you an example of some of 
the revolutionary ideas that 
Microprose have come up with, the 
Dinosaur world has a whole new 
concept (well, almost). You now have 
to build a prehistoric civilisation 




made up from a load of dinosaurs, 
this includes everything from an 
Allosaurus to a Zephyrosaurus. You 
start the game with a 
Thecodontosaurus (bit of a mouthful!) 
which is basically a settler, and then 
play mostly as normal, as all the 
different dinosaur units are working 
toward advancements like a Hatchery, 
an Underground Nursery or a 
Spawning Ground. 

Just about all the worlds have 
details unique to their own 
landscape, like the Iceplanet, which 
as well as being covered in ice (as if 
I needed to spell that one out!) has 
a pile of futuristic advances, such as 
Robo Manufacturing, Hypersonic 
Flight, Polytheism, Cryostorage and a 
Holo Market. Or if sword and sorcery 
is more your bag, then maybe the 


Midgard world is for you - it's full of 
legends and fantasy, heroes and 
mighty wizards, all ready to do your 
bidding, as you discover Siegecraft, a 
Wizard's Tower, Dragon's Teeth, or 
even the Hammer of Power. 

If you are hooked on Civilization 
II, then this new disk is going to 
blow your mind, for it opens up a 
huge new range of options, 
opportunities and a good few months 
of gameplay. ■ 


PUBLISHER 

MICROPROSE 

PRICE 

£19.99 

PLAYERS 

1-8 

VFM 

£££££ 


ULTIMATE PC ' ISSUE SIX ! FEBRUARY 1998 



























































[L'lClLfcli 


nasties from Hades such as the Four 
Impmen, The Cook and Mr. Diablo. 
Being based on a rock singer you 


his game first came out a few 
years back now. It's a classic 


excellent items of special equipment, 
such as parachutes, SCUBA gear, a Back-- 
to-the-Future style Hoverboard, and a 
mini submarine, all of which can be 
used by the player. 

There are several new features 
such as pushable crates and exploding 
barrels which have now appeared in 
Quake II, but there are no armour 
pick-ups, and you cannot have more 
than 100% health. The damage 
multipliers have also been removed. 

In many ways, this can be considered 
to be a whole new game, and is at 
least as good as the original Quake, 
which is very good indeed. It has full 
Internet capabilities, so you can hunt 
down and kill your friends in a whole 
new environment. At this sort of price 
you can't go far wrong. ■ 


IB 

officially licensed upgrade 
pack for id Software's legendary first- 
person shooter. Quake. Set in a dark and 
dingy version of the 23rd century, the 
game fits you into the bloodstained 
combat boots of a futuristic mercenary 
called Damage, a killer for hire to the 
highest bidder. You get brand new 
scenery, loads of gruesome new weapons 
to play with, hoards of new enemies to 
kill in various nasty ways, and several 




This is a really strong add-on for QuBke. Not 
as good graphically as Ouake II, hot still hot 
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T ake Another Photo 


Save 


Take Other Petz Photo 


Cancel 


Take Both Petz Photo 


n Auto Save Photos (Turn this Off in General Options) 


As well as being able to grab your pets by tbe scruff of tbeir necks, you can also take pbotos 
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Do you want to save this photo? 
It will take 44K of disk space. 


Awwwww! Aren’t they cute? Well, 
yes, but to be quite bonest, they 
haven’t changed much from 
before. You can now though, mix 
you Catz with your Dagzl 




W 


them by the scruff of the neck and 
flinging them to the other side of the 
screen is needed! However, you must let 
them catch and kill the mice, it's quite 
amusing to watch. Besides, it's natural. 

As the days pass and the animal of 
your choice begins to grow, you will 
notice that they gain more and more 
skills. Your influence on them is meant 
to effect their upbringing - so if you 
want a feisty little bulldog then go 
ahead, spray it with water. However, if 
obedience is what you're after then some 
stroking and feeding may be required! 

It would have been nice if the 
developers could have changed the 
way the Catz and Dogz were presented. 
If you were to put the originals and 
these new versions next to each other 
then you would instantly notice that 
the two were related. It's for this 
reason that I wouldn't suggest owners 
of the original going out and buying 
these. However, if this is your first 
experience with the cute animals and 
are either young or a lover of the 
creatures, then Catz and Dogz II are 
ideal, if not slightly overpriced. Even 
grown-ups won't be able to resist 
getting their pet out and having a 
stroke every now and again. Oh-err! ■ 




CATZ ll/DOGZ II 


Mindscape 
Price: £19.89 each 
81444 24B333 


he success of the original Catz 
I and Dogz has prompted 
developers PF. Magic to release another 
batch of cute computer pets - but are 
Catz and Dogz II that much different 
from the originals? 

Whether you decide to buy Catz II 
or Dogz II, the fact is they're both 
more or less the same. Or, if you get 
hold of both of the packages, this will 
be recognised by your machine and 
both animals will then play together, 
learn how to play with each other's 
toys, etc. 


The structure of the package is the 
same as the original. Adopt a pet, put it 
into a playpen and then pick different 
objects for it to play with. Care for it, 
love it, spray it with water when it's 
naughty, feed it when it's hungry and 
the list goes on. New toys have been 
added to the new versions, plus even 
smarter tricks can be performed by the 
mutts and kitties once you've given 
them a few lessons in prancing around. 
Another option which has been taken 
from the original is the option to take 
photos of your pets in action. You are 
then able to build up a computer album 
of every stage of the animal's life - 
from small and cute to old and frail. 

Now, more than one pet can be in the 
playpen at once. Often they will get into 
a scrap together (whey!) and grabbing 










































































Nice graphics, it’s a shame 
however you doo’t get to do much 
with your ickle puppy. Still, at a 
river, what cao you expect? 


The first thing that you will notice 
about your new dog is that their 
surroundings are three-dimensional, 
hence the name 3D Pets. The environment 
consists of a garden, kitchen, living 
room, bedroom and bathroom and each of 
these can be used for a particular 
purpose. The kitchen for eating, bedroom 
for sleeping and garden for the disposal 
of food, etc. 

Your dog starts off as a mere pup 
and will eventually grow to become a 


PC PUP 

Neechez lonovation 
E4.99 

91499 396093 

O nother breed of virtual animals 
are now available in the shops 
and they go by the name of 3D Pets. We 
have managed to get hold of the first in 
the range, named PC Pup (for Win 95). 


full size dog. Along the way you will 
have to ensure that the health of 
your pup is kept in order by feeding 
it regularly and topping up its water 
bowl. There's also the baths for clean 
fur and if it catches an illness, you 
should ensure that medicine is 
fed immediately. 

Sadly the area around your dog 
isn't very interactive and there are 
just a few things to fiddle about 
with, such as the television, radio 
and bath. It also gets quite boring 
after a while, and after a few hours 
of playing, cleaning up and feeding, 
you'll find that you've learnt it all 
and no surprises follow. Also, the 
program that your PC Pup runs in 
won't sit in the background on your 
desktop, so you'll be unable to work 
and then click on it to check up 
occasionally. It feels more like a 
game than a pet which you nurture 
now and again. 

However, with the price at a mere 
£4.99, fans of this kind of virtual PC 
pet aren't going to have too many 
hassles with spending a fiver. ■ 





TAMAGOTCHI CD-ROM 


Gremlin Interactive 
E19.99 

9114 263 9990 


hink of Gremlin Interactive 
I and games like Men in Black 
and Actua Soccer 2 spring to mind. 
Never would we have expected them 
to bring themselves to gain the 
rights to the Tamagotchi name and a 
CD-Rom based on the popular 
cyberpets. Well, they've gone and 
done it. 

Before your Tamagotchi hatches 
from its egg, you will first have to sit 
through a rather poor intro sequence 
which basically shows two of the 
species making their way to earth. 
They fight in their space craft and 
end up dropping an egg on earth, 
which you will have to take on as 
your new desktop pet. 

Once you've hatched it and given 
the Tamagotchi a name, it will then 


sit in a small box on your desktop 
which you will need to keep an eye 
on. If you know about the hand-held 
LCD versions then the CD-Rom 
program works in basically the same 
way. You will have to feed it, play 
games, put it to bed, and try and 
make your creature live as long as 
possible. Apart from one game, all of 
this is contained in a small box in 
the middle of your screen. 

Even though the Tamagotchi name 
is the most well known, this package is 
sadly the worst of the round up. There 
are no exciting features and basically 
the hand-held version has been ported 
over to be PC with some added colours. 
A lot more could have been done. 

If this was £5 then it might be 
just about worth it, but at £20, it's a 




Amazing. Look at those amazing 
visuals. Oh, it’s so much fun! 


complete rip-off. If you've got 
Internet access then downloadable 
shareware versions are available. 
Forget it. ■ 


The small hand-held versions are ail very well, hut Tamagotchi on the PC? It’s really something that should he left alone. Awful? Oh yes! 
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to flood the Ultimate PC offices with letters, here’s 
what a small selection of them had to say... 



Back To The Futore 

LiJaybe it's just me, but I'm sure there's a 
conspiracy going on. Everything comes round again 
if you wait long enough: the Beatles, flares, prawn 
vindaloos. Hopefully the Spice Girls won't fall into 
this category, but there's no accounting for taste. 
Flashback fifteen years: 

I'm sitting in front of my 14" telly, clutching 
Microdeal's latest blockbuster 'Donkey Kong' for the 
Dragon 32. After fiddling with the mission critical 
volume on my tape player, I sit back and wait. 

The familiar beeps and whistles signal that 
everything is going to plan. Five minutes later, the 
tape stops. 'I/O ERROR' laughs at me from the 
screen - an apology of sorts. A moment's 
grumbling and I start again. 

Present day: 

I'm sitting in front of my 14" monitor (like a 
telly only white), hoping for a browse round the 
World-Wide-Net. Why? Because it's there. The 
familiar beeps and whistles from the modem signal 
that my quest for entertainment has begun. Five 
minutes waiting patiently for over-stuffed, advert- 
filled pages to appear on-screen later, and I'm 
unceremoniously dumped from cyberland. No hint 
of an apology from the computer this time. A 
moment's grumbling and I start again. 

Nothing changes. Beeps and whistles remains 
the same throughout history. The processor in my 
PC is about a thousand times faster than the one 
in the Dragon, so why am I sitting around waiting 
longer than ever? Are computers the modern day 
equivalent of bromide in your tea; something to 
keep us quiet and off the streets where we might 
be causing trouble? Possibly. 

The 'ones who claim to know' say that in five 
years time almost everyone will be doing their 
shopping from the Internet. Not a chance - 
consumers aren't that gullible. I'll be giving it a try 
of course, and grumbling to myself as six rolls of 
clingfilm turn up at the door when I'd ordered cod 
& chips. 

PS. Can we have a 'My 8-bit computer was 
better than your 8-bit computer' letters forum 
please? 


Thanks for the tetter, it's just a shame we haven't 
got your name and address as we've got a whole 
stack of Spice Girt CDs here that we thought you 
might tike! And yes, you're right, there's certainty no 
accounting for taste. Anyway, regarding your last 
question as to whether we can reinstate the old 
Speccy 1^5 C64 debate, I think you could hove just 
started it off again, we'tt have to wait and see. As 
to the rest of your tetter, welt, we've no comment! 


The Final Fantasy? 

D irst I would like to congratulate you on a 
great magazine. Normally I would not buy a PC 
magazine because of all the crap in them. It is 
good to see a PC mag that is devoted to games for 
the PC and not for office appliances. 

Secondly, I would like to ask about the greatest 
game I have played. I never really liked RPG games 
until I played Final Fantasy VII. It is a class game 
with a mix of fighting, violence and mystery with, 

I think, a great storyline. I would like to see it on 
the PC and want to know if it will appear on the 
PC. 

Last of all, I would like to say how good it is 
being able to get quality games from games 
consoles such as the PlayStation on the PC for a 
much better price. It is also good to see a 
magazine which reviews these games and provides 
me with valuable advice on what to buy. 

R. Ellis, Hants 

As we announced in issue five, Eidos have signed 
the rights to a PC version of Final Fantasy VII and 
work is already underway on porting the gome over 
from the PlayStation. Although details ore still 
sketchy os to the exact content of the gome, it is 
widely expected that the PC version will be identical 
to the PSX one. If you're keen to know more, we'll 
hove a full preview for you in the next issue. 

The Price Is Right? 

H am writing to express my concern about the 
price of PC games increasing. Since game consoles 
such as the PlayStation, Sega Saturn and Nintendo 
64 came out, PC gamers have always had one great 
advantage over them, that their games were at 
least £10 cheaper and therefore offered much more 
value for money. Now though, you only have to 
walk into a games shop and you will see all the 
new releases selling at up to £40 or even £45. This 
price difference could easily sway a potential PC 
buyer towards a games console as they are 
cheaper! 

Stuart Beswick, Bolton 

The price of computer games is undoubtedly high 
whichever format you're looking to buy for, but then 
unfortunately so are the production costs of today's 
state-of-the-art gomes. We're not talking about 
bedroom programming anymore. Today's gomes ore 
developed by huge teams of professionally trained 
programmers working for great lengths of time. 
There's also retailers and distributor's cuts to take in 
to mind. As for the price of games influencing 
people's decision to buy a PC or not, I think it's 
unlikely. When someone's deciding whether to spend 


£1000 on a PC, they're decision is not likely to come 
down to the price of a game! 

New Games Ideas Forum 

ESh, don't one of the game manufacturers such 
as Eidos or Electronic Arts make a game called 
Vandalism or Vandalising. The object of the game 
would be to vandalise, steal cars, burgle shops and 
houses, get chased by the police - that type of 
thing. In the game there would be a gang and you 
would choose a member of the gang to go on a 
crime spree. He would be sent places, given cars to 
burgle all by public phone and the object of the 
game would be to complete the mission given by 
the leader of the gang without getting arrested, 
killed or wrecked. The game would be like Grand 
Theft Auto, only better, with more possibilities, 
e.g, instead of getting license plates changed he 
would change clothes, put on a hat, etc. 

Steven Winders, Durham 


You wouldn't happen to be writing from prison 
would you? With crazy ideas like that, you want to 
watch you don't get yourself into trouble! You're 
right though, it would certainly make for on 
entertaining game. Somehow though, I can't 
imagine too many publishers taking you up on it. 
Grand Theft Auto caused enough stink and that's 
comparatively mild compared to your ideas! 

Battle of The Sexes 

Ea., don't women understand that men are 
really boys with bigger toys. I'm a young grandad 
with young sons as well. Most nights we can be 
found on the computer playing one game or 
another. Along with my young sons, I enjoy all 
games. Especially if they're challenging. But no 
matter how much enthusiasm we show, we remain 
at one end of the room, my wife at the other, a 
computer widow. 

If only we could convince all women what they 
are missing. Then they wouldn't look at the 
computers as though they were some type of alien 
life-force sent to take over all men. Or is it 
because the computers have more influence on 
men than they do? 'Here look at this game in 
Ultimate PC.' No not even a flicker has crossed the 
eyes. Still, perhaps next time. Men of the world 
unite - perhaps it's time for boy power. 

Paul Cottrell, Horsham 

Without coming across as sexist, computers do seem 
to be, by and large, the preserve of males. From the 
survey we ran in the very first issue of the 
magazine, it seems that less than 5 percent of UPC 
readers are female. Why this remains is something 
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lEtters 


of a mystery, but it might at least explain why girls 
are out-performing lads at schooll 

Hice Way of Putting It 

D'know, if there's one thing I really really hate, 
it's those letters that start off with 'Hey, what a 
great mag... couldn't put it down... great 
features...' and so on. Much as I desperately want 
to start the letter this way, I don't want to fill the 
shoes of the Creep of the Month, so I'll merely sit 
back and nod at you knowingly, and hope you 
manage to interpret this as 'You're doing us 
damned proud, guys. Keep it up.' 

Right. Down to business. 

You need to change. Let's start with the price. Too 
cheap. Magazines of this quality should be half the 
size and hovering around £5. God knows how you 
manage to write so much so well, and still fit in a 
couple of trips down to your local pub each month. 
If you feel guilty about charging so much, stick a 
couple of hundred pages of annoying adverts in the 


front of the mag, but get that price up. 

Right, now the cover CDs. They're basically far 
too good for a magazine of this price. What you 
need to do is stick a second 'wow-wee free CD!!' on 
the front and put some CompuServe or AOL 
software on it. Nowt else. Oh and up the price by a 
pound or two. Trust me. The punter's won't even 
notice. Oh, but you'll also need to somehow 
casually slip into every issue about how 'we 
recommend Internet providers such as CompuServe 
or AOL' regardless of their extortionate hourly 
charges and the 'has my modem stopped or 
something?' access rates. 

One thing your magazine does well in avoiding 
is the well known tradition of always giving good 
marks for bad games. If a game costs £50, and it's 
graphics or gameplay are awful, then the summary 
goes along the lines of 'I wouldn't touch this 
game... it's truly awful... so it only gets 71%.' I 
don't know why magazines give bad games such 
high marks, but I suspect it's so that the software 
companies won't stop their flood of freebies. 


Fresh Air 

ililjhat a breath of fresh air your publication is, 
with its straight and interestingly written articles, 
Ithank you for compiling easily the best games 
magazine there is. Yes, I have subscribed now 
after purchasing all the previous issues. 

My initial reason for a PC purchase was to be 
able to do all of those wonderful office and DTP 
things I had so longed to do. Purely for business, 
or so I thought. I didn't need another game 
platform as I already had a Saturn and a 
PlayStation, well that was until I saw the 
enhanced version of Tomb Raider on a friend's PC, 

I was hooked. 

Several months and wads of cash later, I had 
finally built my dream machine consisting of a 
Pentium 200 MMX processor, 4mb Mystique, 
Diamond 3DFX and a large amount of main RAM. 
Wonderful, it ran all the games I wanted at the 
correct speeds and all at such a high level of 
graphical splendour. Despite the odd glitch from 
time to time I was content. 

Then I got to thinking what I had to do to get 
there and about the many pitfalls on the way. Now 
to my main point. Minimum processor, memory 


plMltt»LUS 


■■ aving teamed up with Microprose, we're 
offering a copy of the delectable Worms 2 for the 
writer of each month's Star Letter. Worms 2 has 
been reviewed this very issue and thanks to its 

improved graphics, superb gameplay _ 

and riotous multiplayer mode scored a 
well deserved 92%. For the authors of 
the other letters printed each month 
there's a free title from Microprose's 
PowerPlus range. t 

Please remember to send your 
address whenever you write in so that 
we can ensure that those who have a ^ 

letter printed receive their free game. » 



configuration, graphic card requirements... the 
ever-increasing info found on all software boxes 
these days. We've heard this one before, but 
minimum requirements really does mean just that. 

My understanding of this is as follows; as long 
as the program/game actually activates and runs 
using the suggested minimum specification, then 
this is where the responsibility of the software 
manufacturer ends. Now obviously with 
publications such as yours, you always state that 
the game runs best at whatever it happens to be, 
which in turn hopefully prevents unwarranted 
purchases by the public. 

However, with a driving or fighting game, etc, 
surely the fluidity of speed in the gameplay is 
essential to realise the main potential that the 
software designers had originally intended. Surely 
the wording on software packaging, which often 
catches out ill-informed people, should be revised 
to reflect not the minimum, but the playable and 
optimum requirements, thus eradicating the 
needless arguments that ensue when trying to 
return incompatible software to the retailer. 

Software returns to many retailers are 
frequently rejected due to a clause at their point 
of sale. I believe this is sharp practice by the 
industry and feel they have a duty to ensure that 
customer satisfaction is implemented to the point 
of taking the number one spot in their list of 
priorities. After all, a satisfied customer not only 
comes back, but also recommends - and isn't word 
of mouth the most powerful form of advertising? 

Last niggle, I promise. Mad as it may seem, I 
have always followed the Need for Speed games, 

and after reading your rather splendid 
review in issue 3, I thought 'great I'll 
go and get it.' Once installed I 
furiously clicked through to find my 
favourite view, and to my horror it 
wasn't there. So I thumbed through 
f the issue to see if my eyes were 
playing tricks on me. No, there they 
were in full colour, the interior driving 
view. Yet in the game I got it wasn't. 
Maybe you had a pre-release 


Anyway, congratulations on having the testicles 
to actually say when a game is 'Hazardous.. Don't 
Touch.' Seriously though, you have finally broken 
the mould of the PC games magazines. All the 
others seem to cost the same, read the same and 
are equally bland. 

Michael Gledhill, Bristol 

Thanks for the letter Michael, we're glad you like the 
magazine and still think it offers value for money. 
It's also pleasing to hear you that you think our 
review scores are accurate. We've looked long and 
hard at the scoring system, trying to find a formula 
that realistically portrays what a game is worth and 
we hope we've found it. One of the measures we've 
taken to try and achieve this is to make sure each 
game is reviewed by somebody who likes the type of 
game in question. For example, we'll give a football 
review to someone who likes the sport. The reason 
being, not only are they more likely to have played 
other similar games and therefore be better able to 
draw compansons and make a more valued 


copy I thought. Anyway I gave EA a call and they 
seemed quite annoyed that these pictures were 
published. However, they couldn't give me an 
exact reason why this view was not included in the 
finished project. 

Well I have my own ideas on this, and I'm 
pretty sure I'm right, but what annoys me is that 
there never seems to be a person around when you 
need answers to these types of inquiries, and I 
thought we lived in a perfect world. Night racing 
in the game - any chance of some passwords? 
Peter Larkham, London 

PC manufacturers, software publishers and retailers 
recently formed a new organisation called the 
Berkeley Group, which has been set up with the 
intention of looking into various PC issues, including 
the minimum requirements one. Many feel clearer 
and fairer requirements data is needed for each game 
because, as you rightly pointed out, a lot of gomes 
may work on a machine with the minimum 
requirements stated, but often at a standard which 
renders it almost unplayable. Obviously this leaves 
people with games that they can only just play and 
certainly can't enjoy. Let's all hope this new body 
comes up with a reasonable solution. Personally, we'd 
prefer to see specifications listed on boxes detailing 
what the exact requirements are to run a game at its 
best and at a level that is satisfactorily playable. 

In the Ultimate info box, we generally list the 
minimum specs stated by each game's publisher, but 
if there's a problem with these, then we endeavour to 
make sure this is pointed out in the main review text. 

As for your little poser regarding the Need for 
Speed pictures in the magazine, our only defence is 
that because we like to get reviews in to the mag 
as the games hit the streets. This can sometimes 
mean evaluating products which aren't quite 
finished. This is a very rare occurrence and only 
happens when the refinements, or changes still to 
be made to the game are slight. With Need for 
Speed, we can only assume that somewhere in- 
between our review and the finished game hitting 
the shops. Electronic Arts decided to remove the 
view in question from the game. 
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appraisal, it also stops any of that 'I don't like this 
kind of game so it must be crap' nonsense that's 
sometimes evident in other magazines. 

Out of date 

Qt was with great hope that I bought issue 
three of your magazine. Only £3.50 with a CD, 
surely too good to be true! I have to admit that I 
was pleasantly surprised with the quality of both 
the mag and the CD. 

That's where the complements end I'm afraid. 
After being so impressed with issue three, I 
ventured to town to purchase issue four. Only to 
find issue three still on the shelves in every 
newsagents. After checking the published release 
date I returned home somewhat disgruntled that it 
had been a wasted journey. It was the same story 
three days later on the Monday morning. Not 
wishing to have a third wasted journey, I asked the 
newsagent when it was due in, only to be told that 
it could be in at any time. Great help! By Tuesday I 
finally got my hands on a copy. Now I see in issue 
four that the release date for issue five is 28th 
December, that's a Sunday! I don't know whether 
this is entirely your fault or not, but is it that 
difficult to have the magazine on the shelves on 
the date published? 

Gareth Hodgins, Monmouthshire 

It seems that you are not alone in the problems you 
ore experiencing Gareth, although in all honesty it's 
not our fault Issue four was on sale on time, well, 
at least it was in parts of the country! You see the 
problem is that distributing a magazine to all 
corners of the UK and to Europe is no small feat, 
and sometimes magazines can end up arhving a 
little late. We appreciate that this can cause 
grievances and we are feverishly working on ways to 
ensure the magazine comes out on the right day all 
around the country. As for the date stated for the 
release of issue five, well that is our fault and you 
can be sure it won't happen again! 

The Price is Right! 

Ham parent, and one of my children spends 
most of their money on various computer 
magazines, and I believe that this is wrong when 
he only gets £2.50 a week. So when he showed me 
your latest demo CD I was just about to shout at 
him for buying another over-priced magazine, but 
when he told me the price I was amazed. Although 
I believe that £5.00 is far too expensive, I think 
the balance of your magazine is just right, and 
having read it I would almost buy it myself. 

The only things I could complain about are the 
lack of cheaper games (there are a few, but 
possibly there could be more) and the lack of 
games for less up-to-date computers. Also I would 
quite like some information about upgrading and 
improving my PC and possibly some 'do it yourself 
with a PC' articles. 

Keep the price down and the quality up. 

Oliver Bellemy, Dartmouth 

There's no denying that budget games are big 
business, especially now that the turn around time 
from full price product to budget release is shorter 
than ever. With this being the cose, we've decided to 
extend the budget reviews section from three to four 


pages each month. This will allow us to review more 
of your favourite budget releases and give them our 
unigue Value For Money rating. As for upgrading 
features, we plan to have one in the near future, so 
keep reading! 

Alien invades the PC 

Qve been reading your mag since the first 
issue and I think it is great. I love your winning 
formula: cheap price, lots of well written reviews, 
great news and a brilliant CD every month. 

I have a question for you: On the billboards for 
Alien Resurrection it says 'Play the game from Fox 
Interactive.' I haven't heard of anything about the 
game. Have you guys? 

Paul Mathewson, N. Ireland 

Fox Interactive are indeed doing the game, although 
it's not due until the middle of the year. The game 
is being developed by Argonaut, the same guys 
behind Croc - The Legend of Gobbos and will be a 
3D first person shoot-'em-up. Fox Interactive are 
keeping the exact content of the game close to their 
chest, but it's widely expected that the game will 
star the characters played by Sigourney Weaver and 
Winona Ryder in the film. Expect lots of Aliens, an 
awesome array of firepower and locations taken 
straight from the film. 

Hnnked! 

H'm just writing to congratulate you on a 
terrific magazine. The best on the market I'm sure, 
and at the cheapest price! I have been buying UPC 
since issue 3 and now I eagerly await the release 
date of each issue. In fact I have passed on some 
of my magazines to friends and now they are 
hooked too. I was a little disappointed to find that 
issue 5 was priced at £3.95, but hey, it is still over 
a quid less than most of its competitors, just so 
long as it stays there and doesn't slowly creep up 
to the usual £4.99. Will this be the case? I hope 
not. Anyway, keep up the good work. 

Tom Rodgers, Doncaster 

The recent price rise was a really painful thing for us 
to do. Since the outset of the magazine, we've 
desperately wanted to keep the price as low as 
possible. In fact we had hoped to keep it at just 
£3.50, unfortunately Using production costs meant 
we had no choice (unless we wanted to bankrupt 
the company) but to up it to £3.95. We know this 
goes against everything we've said since the launch 
of the magazine, but it was sadly unavoidable in 
the end. However, even at £3.95 the magazine, as 
you pointed out, is still considerably cheaper than 
most of our nvals and offers excellent value for 
money. With more pages of editorial than most of 
our competitors, an excellent CD and superb design 
Ultimate PC is, and we hope you'll agree, the 
essential PC gaming magazine. 

Career Minded 

Hfter reading various computer magazines over 
the past five years I must say 
that yours is certainly one of the best. I am 
currently half way through my final year at high 
school and until Christmas had no idea of which 
line of work I would aim for after college 


and university. However, after flicking through the 
pages of a certain teletext-based games magazine I 
fell across a small report which told of the great 
job satisfaction to be had from working for a 
computer publication. It has always appealed to 
me as a great job, but one that never seemed 
possible to obtain (don't ask why). I now have my 
mind set on this area of work and was wondering 
in which way would I go about realising my 
ambition (grades and qualifications needed/courses 
to choose/contacts etc.) 

Pete Johnson 

Well Pete, the first thing you need to know is that 
the world of magazine publishing (and especially 
games magazines) can be a very tough one. 
Magazines, as with newspapers, are run to deadlines 
and if hitting one of these means working all 
weekend, or even all night, then that's what has to 
be done. Thankfully, this happens very rarely, 
instead most of the time the job is extremely 
interesting and very rewarding. In fact, probably the 
hardest thing about the job we do is getting in to 
it! As you con imagine there's no shortage of takers 
when such a job comes up. To stand out from the 
crowd, you'll need to be competent at English and 
enjoy your gomes and writing about them. You'll 
hove to be committed, enthusiastic and be prepared 
to work long hours. Qualifications aren't essential 
for the job, as a keen knowledge of games con carry 
you a long way, but English, or media studies A 
levels and, perhaps a degree in journalism would 
certainly give you an edge. 

Late Releases 

Dirstly, great magazine! Could you answer 
me this question though, because I think other 
people would be interested in your answer; why 
does the UK seem to run about 3 months behind 
the USA when it comes to release dates. Please 
don't say the companies are testing the market. 
Why don't they release at the same time 
because we can order them over the Internet, 
those of us lucky enough to have this facility. 
All that is happening is that we get the games 
we want and read the British reviews three 
months too late. 

Steve Smith, E Mail 

The timing of a gome's release tends to be 
influenced by where the gome is developed. 
Generally, products that ore developed in the 
States, will come out there first, whilst games 
that are produced in the UK will reach our shops 
first. There can be dozens of different reasons for 
this, the main one being that some games are 
handled by different publishing companies in 
different countries. Also, the larger publishing 
companies often hove their own Q and A 
deportments in each country and this can slow a 
gome's release down. 


If you have comments, queries, or even complaints 
about the magazine, games or life in general, then 
write to us at Penultimate, UtnMATE PC, Rapide 
Publishing, 1 Roman Court, 48 New North Road, 
Exeter, EX4 4EP and let us know. There's a free copy 
of Worms II for the star letter and a Powerplus game 
for all other letters printed. 
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Welcome back to the section dedicateO to mottiplayer gaming. As welt as some 
tnteroet news this month, we also put various games to the test and take an hi- 
depth look at Wireptaii, BT’s gaming network 


otTima 


oonne 


n t seems as though more than 
one person is determined to 
aggravate the creators of the 
successful online game Ultima Online. Last 
month we reported on a German boy who 
attempted to emulate the game's official 
servers. Reports are now that Origin 
banned a player who made postings on 
Internet newsgroups saying that he had 
found a bug in the game which gave fellow 
players the chance to produce excessive 
quantities of gold for their own benefit. 

Despite the player's claim that he 
didn't duplicate gold himself, Origin 
continued to enforce the ban, most 
probably to make an example of him, 
ensuring other people didn't follow in his 
foolish footsteps. 


It was after some dodgy building was 
taking place on one of the game's servers ^ 
that Origin were filled in on the 
exploitation. Now they are in the process ' 
of rectifying the bug in order for legal 
gameplay to resume. 

According to further reports, gamers 
claim that the gold duplication was a 
regular occurrence in the game since it 
was released and was even seen in beta 
testing. 

Deary me, who would think that a 
game could cause so much of a stir. No 
doubt we'll bring you more exciting Ultima 
Online stories next month! 

If you're interested in playing Ultima 
Online you can find more information at 
the game's Web site. 
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ust a few weeks after its release, patches have been made 
I available on the Web for Quake II. These updates enable owners 
of the game to wipe out bugs that may be causing problems and also gain 
useful multiplayer game options to enhance gameplay online. For example, 
the latest update which I came across (3.1) implemented ghost support, 
stopped a game if a single Net error was detected and so forth. 

The latest patches can be found on various Web sites, but one of the 
most reliable and frequently updated is Blues News, possibly one of the 
most well known Quake II home pages to be found on the Web. Log into 
www.bluesnews.com for the latest. 
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The new worid of Realm is now four times 
bigger than before with a lot more characters 


j new version of Sierra On-Line's 
I multiplayer role-playing game. 

The Realm has recently been made 
available to users. 

Since the first version which went live at 
the end of last year, around 14,000 
subscribers have paid $49.95 for one year's 
unlimited play of the game. Now though, these people have the option to update to 
version 3.0, the latest update. The Realm now boasts a world four times bigger than 
version 2.0. This comprises of four towns, new dungeons, more characters (giant, elf or 
human), spells and combat systems. 

For more information on playing The Realm, visit the game's Web site at 

http://www.sierra.com/titles/realm/ ■ 


O Players partial to playing Westwood Studios' games can now 

make use of a special chat site which will allows players to meet 
up and prepare for battle on titles such as Command & Conquer. However, 
it can also be used for gamers to talk about off-line games such as the 
popular Blade Runner. Maybe you're stuck on a certain section and need 
help from a fellow gamesplayer. Technical support is also available for the 
more detailed inquires. 

Visit the Westwood studios Web site at www.westwood.com to access 
the chat area. 
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fs not just the Americans who can 
I churn out online games by the 
bucketload. UK based Funcom have come up 
with a new Java based game called Paradigm 
Shift. 

The new strategy title can be played by 
six gamers using a Java browser. Those 
interested simply register for free and then 
wait to receive a password at their email 
address. Then you use your Web browser 
(remember, one that supports Java), and play 
over the Web. Players point and click in a 
turn-based game to fight for land. So instead 
of making snappy decisions, it's a case of 
moving carefrilly in order to become 
successful. 

The same company also offers two other 
online games, in the form of backgammon 
and hangout. To play, simply take a trip to 
Funcom's Web site which can be located at 

www.funcom.comH 
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U n November of 1996, the 

company that told us it was 
good to talk realised the potential of 
multiplayer gaming and came up with 
the idea of launching a new service 
called Wireplay. It would avoid 
Internet use, being an Intranet, with 
players connecting directly to the 
service via their telephone line. As 
long as users have a PC and a modem, 
it's possible for them to play well 
known game titles at a fast rate, 
against challengers from all around the 
county. Just over a year later, Wireplay 
has proved amazingly successful, 
gaining more than 25,000 users - all 
out to shoot, score, slash, fly, race and 
hit their way past other players. 

From just a couple of games, such 
as EF2000 and Actua Soccer, the 
catalogue of Wireplay games has now 
been extended to around 40 titles, 
giving gamers more choice. Reports 
are that the two most popular games 
on the service are id's Quake and the 
popular strategy Total Annihilation - 
hardly surprising seeing as both 


lli. Li_L 
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products have received rave reviews / 
as single player games. ' / ' 

Getting connected 

To link up to Wireplay, you must 
ensure that your PC meets the 
service's requirements: a Pentium 75 
with 16 megs of RAM is needed. Next, 
of course, you will need a modem 
(28.8), phone line (d'oh!) and CD Rom 
Dive. However these are just the 
requirements for Wireplay - depending 
on the game which you want to play, 
a more powerful machine may be 
required, so check the game's box 
before you start. 


Wireplay 


The games network from BT 


The next step is to either download 
the Wireplay software from the home 
page or call their hotline (0800 800 
918) to obtain a CD, which includes this 
software and shareware versions of some 
of the games. 

Then it's just a case of making 
sure the settings are correct for your 
modem and inputting a user name. 

You can then either propose to play 
games or join existing tournaments. 

Because you're connecting directly 
to Wireplay and not to the Internet, the 
games are pretty fast, although if your 
computer is the lowest specification, be 
prepared for some slowdown. 

Money, money, money 

You've played your games for a few 
hours, but what happens when the 
excitement is over and the phone bill 
arrives? How much does Wireplay 
actually cost? Well, calls are charged 
at 2.5p per minute at evenings and 
weekends and 6p at all other times. 
This works out to be £1.50 an hour, 
which isn't too bad - although if you 
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Wireplay is BT’s service allowing gamers to challenge each other over a special Network. Plenty of games are supported, so there’s something for all 


Okay, so you've learnt 
about what Wireplay is all 
about, but which games 
does the service support? 
Here's a list of titles which 
can be played using 
Wireplay: 


Actua Club Soccer, Age of 
Empires, Armoured Fist 2, 
Big Red Racing, Blood 
(vl.l) Commanche 3, 
Command and Conquer, 
Daytona USA Deluxe, 
Descent, Descent 2, Doom 
(vl.9). Doom 2, Duke 
Nukem 3D, Euro '96, 
Extreme Assault, Formula 
Karts, Fragile Allegiance, G- 
Nome, Incubation, Jedi 
Knight, Microsoft Flight Sim 
'98, MUD2, NASCAR 2 
Net Mech (Mech Warriors), 
Red Alert, Red Alert - 
Aftermath, Red Alert - 
Counterstrike, Redneck 
Rampage, Shadow Warrior, 
Sid Meier's Gettysburg, 
Terminal Velocity, Total 
Annihilation, Ultimate 
Doom, Virtue Fighter 2, 
Virtual Pool, Virtual 
Snooker, WarCraft 2 and 
Wireplay Chess. What a list! 


LOCKER ROOM 


Proposer: 


Time: 




M 

{jWWHHMMI 


BOBBY 

MARTIN 

Ready lor a game ? 

Yes - What level do you want to 
play? 

MARTN 

lotun’tftnliMl 




iiir 
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www.wireifcvxia 


are an excessive gameplayer, you 
could find that your phone bill is sky 
high at the end of the month. 
Unfortunately it's not possibly to add 
the Wireplay phone number to the BT 
Friends and Family scheme, or the new 
Best Friend option - which is a bit of 
a disappointment. 

Something which Wireplay will be 
implementing soon is an optional 
payment scheme, whereby users are 
able to pay a set fee for a certain 
amount of time on the network. The 
finer details of this have not yet been 
confirmed, but keep on checking out 
the Wireplay Web site for further 
information. You might not like the 
idea of paying by the minute but 
remember, there are no Internet 
service provider costs. You link 
directly to Wireplay and not through 
the Internet at all. ■ 


COItfEIITIDII 


SETUP 




lUICK 


Please select a modem from the list below. Click 
MODEMS to add, remove or configure modems. Then 
click the refresh button to refresh the list: 


Parallel cable between 2 PCs 
Serial cable between 2 PCs 
9 PCc 



If you are interested in 
connecting to BT's 
Wireplay, either call 0800 
800 918 and get the 
relevant software sent to 
you, or alternatively visit 
the service's home page 
at www.wireplay.com and 
download it. Then it's 
just a case of installing 
the software and Bob's 
your uncle! 


- y 

^ Force data compression 




Before you conoect, you oeed to ensure that the Wireplay software is set up correctly. It’s very easy 



I 


\ 





1 U 




lAY 

1 

yioRi 

¥HAN 



I^iTiTiTil 


Winn IF GAMES ID BE WON! 

If you don't own any of the games which Wireplay supports, or just want to extend your games collection so 
that you've got every game supported, then look no further - we've blagged a major competition prize. You 
can win every single game listed in the box out on die left That's right, from Actuo Soccer to WarCraft 2, 
Imagine, a rather large parcel could arrive on your doorstep filled with games, but only if you enter this 
massive multiplayer promotion. 

To stand a chance of winning, just answer the question below, pop your answer on the back of a postcard 
(or lick down an envelope and scribble on the back of that) and »nd it to: Get Me Wired, UinHATt PC, 1 
Roman Court 48 New North Road, Exeter, EX4 4EP. Gosing date for all your entries is February 28th 1998 


Question: How much does an hour on Wireplay cost? 




m 
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Gaming 


Games reviewed and rated this meniti inctude Ovate II, Brani Thell tala and Merfa/ss. Pins we 

preview snme tRtes seen is arrive... 

QUAKE II 




here's no doubt about it, Quake II is currently unrivalled 
in its genre. Last month's issue saw it receive a score of 
947o, and going by the sheer popularity of it as a single player 
game, the thought of being able to blow up your mates either 
across the Internet or over a Local Area Network is even more 
attractive (well, of course). And that's exactly what happened in 
the Ultimate PC office on one dark, rainy night. 

Regrettably we were unsuccessful at making an Internet 
connection with Quake II. At the time of trying, no UK servers 
were up and running, and as you can imagine, they were all 
jam-packed in the States, meaning if we did manage to get a 
link, the ping rates would be incredibly high, resulting in slow 
play. Still, by now companies should have set up servers in the 
UK and you will be able to enjoy blasting your opponents in 
the back from all around the place. Setting up an Internet 
game is relatively easy. Just grab some sever addresses from a 
Web site (see box out), go to the Multiplayer option on the 
main Quake II screen and input these into the Address Book. 
You then exit and refresh the server list which will then bring 
up a list of active ones. Just select it and as long as it's not 
too busy or there aren't any strange problems, you should be 
able to enter a game. 

If you can gain access to a Local Area Network then this is 
the best way to play a multiplayer game of Quake 11. The Ultimate 
PC team are fortunate enough to be connected, so we all decided 
to indulge in plentiful amounts of death and carnage. 

There's a total of 39 multiplayer missions to play, and 
they have been taken directly from the main game. 
ai4-u....^u 4-u^., ip, in the form of 




li sun. It has to be done - of course! 


add-on packs, developers id haven't decided to implement 
special multiplayer levels. Instead they have modified the 
standard levels. This was a bit of a disappointment, and 
when there's only a few people taking part in a game, it 
takes ages to find each other. Obviously when you've got 
more people involved, this won't be so much of a problem. 
The lack of game modes was also a bad point, and players 
are forced to opt just for a deathmatch. 

Still, despite these few down points, the fact still remains 
that Quake II is by far one of the most enjoyable multiplayer 
games around. It's not often that the Ultimate PC team stays 
late at work (usually we're out at six and down the pub), but 
this game has delivered something special. Creeping up behind 
the enemy and blowing them away with a Super Shotgun is 
most satisfying, or catching a glimpse of them in the distance 
and attempting for a long range Rocket Launcher shot also 
adds to the excitement. Plus, don't forget, there's also the 
opportunity to send messages though the chat system. 

Luckily, when opting to play over a Network, only one copy 
of Quake II is required. Users install the software onto each of 
the machines which will be using the game and all of the 
relevant files are copied for Network play. It's only when you 
want to play the single player missions that the program 
requests that the CD is inserted. 

Good Qoake II Web sites 

If you are looking to gain some server addresses so that you can 
play Quake II over the Internet, or just want to hear about the 
latest updates then there are some excellent Web sites around which 
are dedicated to the game. One is based at www.quake2.com and 
provides Quake enthusiasts with all of the information they need 
from new patches to tips, competitions, interviews and more. The 
same goes for the Blues News Web page (www.bluesnews.com). It's 
well known among Quake fans and hugely popular. ■ 


Type: Internet, Lncal Area Netwnrk 
Publisher: Activisinn 
Deveinper: Id 
Price: £39.99 

Web Site: www.activisinn.cnm 
Memnry: 16MS 
Prucessnr: P99 
Mudem Requirement: 28.9 
Cnntrnis: Keybnard, Mnuse, Jnystick 


VERDI 

ICT 

Some flaws, 
but still highly 
addictive 
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stock up on ail your dodgy gear 
at the redneck shop 


GRAND THEFT AUTO 


ven though GTA is an exceptional 
single player game, unfortunately the 
't be said for its multiplayer options. 

We played the game over our Local Area Network 
and found that as well as being incredibly slow, 
it's also rather boring to play. There are several 
different modes to choose from, one of which is 
Death match. This basically involves tearing 
around, attempting to find your opponent and 
kill them. The only way that this can be done is 
to either get out of your car and shoot them, or 
if your enemy has decided to go on foot, you 
can attempt to run them over. In some 
situations the game is fun, but this is only when 
you're face to face with your enemy and ready to 
have them 'Wasted.' 

Luckily, to play the multiplayer game you 
aren't required to have the CD in your drive at 
all times. Instead the essential Network files are 
installed onto your hard drive and you can pass 
the CD onto another player for them to enjoy. 

Designers DMA have also implemented 
various Cannonball games. These involve 
racing around in a bid to make it to various 
checkpoints. As mentioned earlier, the 
slowdown is pretty poor, and those 
attempting to try the game over the 
Internet are bound to experience even larger 
ping times resulting in far slower gameplay 
than over a Local Area Network. 

The multiplayer aspect of GTA had a lot of 
potential and I was really expecting the game 
to be a scream. How about guns on vehicles 
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or specially created levels? Hopefully some 
kind of patch will be released on the Internet 
with this capability, but at the moment you'll 
have to put up with what's included in the 
standard version. 

Sadly not much thought has gone into it 
and it just goes to show that even though 
single player games can be brilliant, when it 
comes to people playing head-to-head, things 
can be a whole lot different. ■ 


Type: Internet, Lncal Area Netwnrk, Serial Cable 
Publisher: BMC Interactive 
Deveinper: DMA 
Price: C39.99 

Web Site: www.bmginteractive.coin 
Memory: 16MB 
Processor: P90 
Modem Requirement: 28.8 
Controls: Keyboard, Joystick 


As well as being pretty boring, playing ETA over our Local Area Network was also pretty slow. Imagine what it would be like over the Internet? Terrible 


ALIENS 

ONLINE 



Based on the second 
Allen film, Internet 
gamers will soon be able 
to charge around 
destroying each other as 
Fox Interactive will be 
releasing Aliens Online to 
the world. Currently the 
game is under Beta 
testing on the GameStorm 
(www.gamestorm.com). 
Surprisingly, when the 
game is let out users will 
not only be able to play 
as a marine, but also get 
your claws and teeth into 
other players as an alien. 
And with superior powers, 
that can't be bad! Beware 
though: if you don't 
defend your queen and 
the opposing marines 
manage to kill her, it's all 
over. Hopefully we'll 
bring you a full review of 
Aliens Online next issue 



Killing innocent people in single 
player is fun, but Brand Theft 
Auto loses it even more in the 
multiplayer option. Shame 


VERDICT 

Stick to 
the single 
player mode 
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If you're looking for a fun 
Web game which is free 
then you may want to give 
Missile Command U a try. 
That's right, it's the 
popular game where you 
have to stop the enemy 
from destroying your 
buildings. Simply use your 
mouse to blast their bombs 
and missiles away from 
your dwellings. Okay, it's 
not the most exciting game 
on Earth, but it only takes 
a few seconds to reach your 
screen and you're bound to 
get a few minutes of fun 
out of it - possibly 



VERDICT 

Pointless with 
two, fun 
with more 

7 

5 


m 98 ROAD TO 
WORID CUP 



0 be quite honest, unless you can play 
I over the Internet, or have a great 
number of people playing, IVe never seen the 
point in Networking soccer games. FIFA 98 Road 
to World Cup unfortunately doesn't have the 
option to play online, but does however give 
players the opportunity to link up over a Local 
Area Network via Serial cable or Modem to 
Modem. We played using our LAN between a 
couple of players and found it to be a pretty 
pointless choice seeing as two people can play 
using a single machine anyway. It's also a waste 
of money, as every player who wants to join in 
requires a copy of the game CD. Playing with 
three or more people however is something 
that's worth trying and depending on how you 
are connecting (Serial, LAN or Modem), the slow 
down isn't too bad - certainly not as noticeable 
as Grand Theft Auto anyway. 

For those who have already played a link¬ 
up game before, the game will be very easy to 
set up. However, I feel newcomers to the 
whole experience won't warm to the game's 


manual which doesn't really explain how to go 
about getting everything working. However, 
in-game the menus are quite self-explanatory 
which always helps, or if you are having real 
problems, the help files are a lot more 
detailed and worth a look if troubles do occur. 

Sadly there's not much which can be said 
for the gameplay because it's exactly the same 
as normal. You can utilise all of the options 
that can be found in the normal single or two 
player modes. 

Obviously you don't get any deathmatch or 
similar game options because it's a football 
sim. Still, if you do feel like a multiplayer 
game on a soccer simulation then this is one 
of the better choices due to the fact that it's 
such a class game anyway - the review last 
issue pointed that out clearly. ■ 

lype: Local Area Network, Serial Cable, Modem 
Poblisher: Electronic Arts 
Developer: EA Sports 
Price: 639.99 

Web Site: www.bmginteractive.com 
Memory: 16MB 
Processor: P90 
Modem Requirement: 28.8 
Controls: Keyboard, Joystick 







'Ere we go, ’ere we go.’ Fifa: Road to World Cap is pretty pointiess with just two piayers, but when more come along it scores a blinder 


ULTIMATE PC I ISSUE SIX 1 FEBRUARY 1998 






























MBRTALU8 


n n my Web travels I came across a Web site which 
informed me about a game called Mortalus. Curious 
about it (due to the fact that it mentioned an online aspect), I 
called up the company who produced it and had them send me 
copy. (We have those powers you see) 

Over the past year or so, Internet users have been able to make 
use of VRML which stands for Virtual Reality Markup Language. 
Giving people the chance to explore various environments with a 
certain freedom of movement, Mortalus has been made using this 
technique. However, it's not the first of its kind. The Web plays 
host to many VRML files which are often free for download. 

Depending on how fast your computer is, you may possibly 
encounter a slow down in the game's animation sequences 
when characters are talking. Just like those annoying adverts 
you get on TV, you may discover that the mouth movement 
doesn't run in time with the sound. The other sections seem to 
be okay though as not a lot of fast sequences are involved. 

From the start of the game, players are needed to solve puzzles 
and fight off bad guys. This is all very well, but the battle sequences 
(which should be exciting) are really quite pathetic and require no 
skill whatsoever. It's the kind of thing you would expect from a 
cheap Web game, and despite the professional packaging and the 
fact that the game comes on a CD-Rom, this essentially is what 



Mortalus is; a poor game using technology which should be left for 
games on the World Wide Web. 

The main point I felt that should be brought up about this 
game is that at a cheaper price you could pick up a far better 
action game which features online capabilities. The way in 
which Mortalus works online was also a massive disappointment. 
You have to succeed in the game normally, and then you just 
access exclusive areas on the Mortalus Web site. I thought it 
quite poor that H+a have been flagging Mortalus as an Internet 
game when in fact it's nothing more than a boring adventure 
title with the opportunity to access a Web site in order to gain 
more powers and a few more challenges. 

If after this review you still feel that Mortalus is worth a 
try, to buy the game you must visit the Mortalus Web site 
which can be found at www.mortalus.com. Including shipping 
from Canada to the UK, the game will set you back $63.99 - 
slightly more expensive than a full price title over here. 

Worth it? I think not. ■ 


Type: Internet [WWW] 
Publisher: H+a Entertainment 
Deveinper: H+a Entertainment 
Price: 639.89 

Web Site: www.mortaius.cnm 
Memory: 24MB 
Processor: P100 
Modem Requirement: 14.4 
Controls: Keyboard, Mouse 


VERDICT 

Nice idea, 
poor 

execution 
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Title 

Company 

Genre 

Web Site 

Platform 

Price 

Rating 

Air Warrior 

Interactive Magic 

Flight Sim 

www.imagicgames.co.uk 

Win 95 

£30 

N/A 


gf Mi^SEpmse 

:"^ ;stiitesy ■ ■ 

■-wi^microprose^Tri ^ 






Strategy 


Joeing 


Blizzard 


Diablo 


Activision 


Activision 


Activision 


www.ravensoft.com 


www.ultimaonline.com 


www.lucasarts.com 


www.blizzard.com 


%aQg-GgT}S 
Incjjfetkm 
Med^ian & 
Pod 


-AcDviSTon 




First-Person Shoot-em-up 


tiTLOire 


Ftmnt Srm 


First-Person Shoot- em-up 


Blue'Bvte 


lurn-nased strateov 


Car Shoot-em-up 


3D0 




First-Person Shoot-em-up 


LucasArts 


NetStorm 


Strategy 


ft-o Pinball Timeshock 


Empire 


Planetary Raiders 


Interactive Magic Online Space Combat Trading 


ShoQt-'em-u 


■Cktake ; 

Shadow Wgffnor. 
Speeffib^^ Attack 

■Worms'^ 


Virgin/Westwood 


E4dos 


Shont- em-u 


Telstar 


Raven Soft 


Overhead Shooter 




wormsZ 


mtw 


com 


X-Wing Vs Tie Fighter 


LucasArts 


Space Shoot-em-up 
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This month we continue nor trip through the wenderfni wortd of the Web, gazing at what 
games fans and companies aiike are providing for us, the gamepiayers. 
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dreamed (y^tch mode; 


Wage War with up to 100 F^ilots! 

(h Raptor Air War mode (fl.A.W.); 
Join a squadron on a search 
and destroy mission. 

I TO OBoe^ 




IS o( Our Latest G, 
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Okay, this site may not be the 
most interactive of places to visit 
but it does offer plenty of demos 
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http://www.novaiogic.com/ 

O ere we have a positive Internet 
page that puts players in touch 
with the games world in a fresh, exciting 
way. Novalogic are at the top of their field 
in war simulations. Most of their games 
over the past few years have been critically 
acclaimed, including their most recent 
flight sim, F-22 Raptor. The game was 
designed with the help of Dave Ferguson, 
Director of Flight Operations for Lockheed 
Martin Skunk Works, and he has helped 
to make the game one of most realistic 
flight simulations around. 

The site has a functional design with 
a navigation bar down the side, so you 


_ 

_ 
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VERDICT 

Ideal for war 
sim fans - with 
demos too! 

76 


Ttic NoviiLogic Newsletter tlelivei^ breaking tiews to our custiMiiers as soon as 
11 liappcns. It also contains coinpaiiy anil prodnci updates, hints aiid ti|)S. and 
facilitates ciistmiicr feedback. It is disirlbiilcd via e-mail and siibscri|)tioiis arc 
free. Inslnutioiis are Ksled below. 


|Forge ahead on the digital battlefield of the future in this 
nodern tank simulation game. Click here for more 

I information on Armored Fist 

the RAH-66 Comanche Attack Heicopter in the 
s most popular helicopter simulator. Click here for 
more information on Conrianche 

lolfPack. now also available on Macintosh, is a World 
simulatjon game. Click here for more 

information on WoWPack 


Vpl II, bsiic .t, .Aia-il I-t. I<W 
VplU, lssiie_?. Miucli 1 1W 
Vol II, Isstie I . Jamlay 25, 19S 
7,J)ccniibcr Id, 
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http://www.core-design.com 



New from Core is Swagman, a 
dreamy game set in the dark 


VERDICT 

Tomb 2 has 
left their site 
neglected 

49 


kay, so here we have one of the 
biggest UK developers, who ve 
been responsible for Tomb Raider and a 
bunch of other great titles over the past 
few years. Does their Website live up to 
their legacy? Well, unfortunately not. 

The home page features Lara in full 
effect and promotes the demo for Tomb 
Raider 2 but the overall design is very 
bland, especially the page that gives a 
brief history of the company. There are 
no pictures of any of the staff or the 
premises, it's too boring to even bother 
reading the first paragraph. 

Next you have the page for contacting 
Core; they ask for comments on their 
products or Web page, but to be honest 
they're asking for trouble. 

There is sufficient information on their 
current products, which, aside from Tomb 


Raider 2. include the arcade street action 
of Fighting Force, the Eastern promise 
of Ninja and Swagman. Ninja is an arcade 
action adventure viewed in third-person 
perspective. Inspired by Last Ninja and 
Double Dragon, the game includes puzzles 
and takes place over three different 
levels. Core have generously put four 
pictures from the game here or visitors to 
have a look at, which is more than they 
give for Swagman. 

The only other demo you can access 
from this site is the other Tomb Raider 
one, so there isn't much appeal from that 
side either. The fact that the site was last 
updated on the 31st of May only adds to 
the disappointment. The only glimmer of 
hope is that Core are planning to add 
competitions and past products to the 
site in the near future. ■ 


O F5 (.V <3i (Ti- ^ /. Qu¬ 



it’s Simulation heaven, with f 22 Raptor and 
Cammanctie 3, plus plenty more tor your PC 

won't get lost. Most games fans that use 
the Net are after demos of new games. 
Novalogic know that and that's what they 
have at the top of their list on this site, 
with four demos available to download: 
F-22 Raptor, Armored Fist 2, Commanche 3 
and F-22 Lighting II. Their products page 
gives details of new and current releases, 
especially the World of Combat collection 
that combines Commanche, Armored Fist 
and Wolf Pock. 

As far as information on new releases 
goes, their newsletter is the best place 
to look, though they are not that up to 
date with that one. On the business side, 
there are also job opportunities and sales 
figures to have a brief look at. This is a 
strong site that's well worth a visit. ■ 








Core! Look at the profile of that game. Shame 
there’s nothing informative to look at... 
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The best game 
on this or any other 
world 





X-Fire - big boasts from tbe 
developers but is it really as good 
as they would like to think? 
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http://sir-tech.com/ 



VERDICT 


Current enough 
to make it 
worth visiting 


m 


he developers, Sirtech, who have 
I been around for sixteen years, 
are currently working hard on completing 
the finishing touches to three big games. 
The most impressive of these is X-Fire, a 
campaign-based action game that boasts 
impressive graphics and a new line in 
multiplayer action, using the free X-Fire 
server. The sequel to Jagged Alliance is 
also now nearing completion. It has been 



graphically improved and has many new 
features to spice things up. There is plenty 
of information about the title here, with 
screenshots as well. 

There are other pages here for some 
of Sirtech's older titles too, such as Virus, 
Armed & Delirious and Excalibur. Sirtech 
have obviously spent a lot of time and 
effort on promoting their products in this 
way and each of their games is given 
plenty of coverage, which also seems to 


be updated regularly - which is always a ( 
welcome touch. 

One good feature is the press page 
which gives reviews, press releases and 
announcements for a large number of 
their games. If you're blown away by what 
you see then either email them to voice 
your opinion or visit their online store 
to order the whole back catalogue! " 

There are no demos to download here, 
but this is still a decent site. ■ 


B Welcome lo Sirlech > Microsoft Internet Explorer 
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Now Available 
Sirtech’s Fall Lineup. 
Travel to the fai' future in 
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his site is pretty amazing. It's 
updated almost daily, and you 
can check up on the recent inclusions on 
their What's New page. The last time we 
looked they had a guide to Blade Runner 
and Riven, so they don't skimp on quality 
either. Even though the site is not just 
dedicated to PC titles, there's plenty to 


get your hands on here, with PC shareware 
and demos to download. From 7th Legion 
to X-Com, it's all here, though you may 
have to wait a while for them to download. 

The main page is a straightforward 
contents page, and although the fonts 
are quite small it is easy to find what you 
want quickly. Within the site there are 
also mini sites for some of their favourite 
games. Activision's Dark Reign receives a 
good amount of coverage with an official 
guide, as well as information on the units 
in the game. 
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PC & Mac Cheat Codes 


Duke Nukem 3D 

Earthworm Jim 1 & 2 

Eradicator 

G-Nome 

Gex 


Privateer 2 
Quake 


Quiver 
Road Rash 
Shadow^ Warrior 
Sim City 2000 Mac & PC 


Jedi Knight 
Master of Qrion n 
MDK 

MechWarrior 2 


Street Racer 




This site doesn't mess around with 
fancy graphics or space filling - what 
you see is what you get and it adds up 
to a great deal - and that's ignoring the 
console info. The only worrying thing is 
the length of the corrections list. ■ 




Dark Reign is one of tbe better C 
B C clones, read ail about it here 


VERDICT 

Demos galore 
at this efficient 
and regular site 

B 
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HP lASERJET 6L 


In this month’s hnrdwnrn 
rnnew sestinn, we pnt three 
different printers tn the test, 
ell ender ESDI. 


Model: HP LaserJet 6L 
Price: £310 ex VAT 
Contact: 0990 474747 



uite a lot of the time with 
hardware you do tend to 
encounter a few installation 
problems, but fortunately it was easy 
as pie getting the 6L up and running. 
Disks are provided for DOS, Windows 
3.1 and Windows 95 users. Simply pop 
one in (depending on which you are 
running), let the set-up do its 
business, and you should be able to 
start printing straight away. Good start! 
Because this model is a laser jet, as 
opposed to the desk jet or bubble jet 
makes, you don't use a normal print 
cartridge. Instead the printer requires 
a toner. These are slightly more 
expensive and a replacement toner for 
the 6L costs just over £50. However, 
you do get a lot more life from this, so 
it works out roughly the same. 

Like most laser jets this one is black and 

white, but by submitting the colour 

option it means that you are gaining far 

better black and 

white prints than 

you would with a 

desk jet. If it's a 

colour laser jet that 

you're after then be 

prepared to pay far 

more money. 

When you come to 
printing, the options 


screen gives you the chance to select the quality of 
your print out and for more advanced users, there's 
another screen which allows you to change the toner 
density plus brightness and contrast settings. After 
finally clicking on the print button, a progress box 
will pop up, giving you the option to pause or stop 
printing. It will also give you data on any problems 
such as paper jams or out of toner warnings. 

Up to six pages can be printed per minute, and with 
a resolution of up to 600 dpi, it's hardly surprising that 
the quality of the prints that the 6L outputs are quite 
amazing. The 6L also features scaleable fonts and 
resolution enhancement technology. Surprisingly the 
only thing you aren't provided with is a printer cable, 
which is very annoying. However, saying this, it's not 
just Hewlett Packard who do this. Canon also failed to 
pop one in the box. 

As well as taking A4 paper, another feeder has 
been added for printing onto envelopes which is 
quite handy if you have a business at home (or just 
need to print onto an envelope). 

The 6L is a quality laser jet which deserves credit. 
It's well priced, produces brilliant printouts, is 
incredibly fast and with a user-friendly set-up, is ideal 
for the more serious user requiring quality black and 
white hard copy. il 


Look no further for 


professional B&W printouts 

rni 
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HP DESKJn B9IC 

Model: HP HP DeskJet 890C 
Price: £340 ex VAT 
Contact: 0990 474747 



his is the second of the Hewlett Packard 
I models and one that is ideal for those 
requiring quality colour print outs. It's a lot bigger 
in size than the laser jet, so if you have limited 
desk space you may encounter some problems. Still, 
this is a small problem and one that can be 
overcome with a little reorganisation. 

Like the Canon Multipass C20, the 890C can also 
produce photo quality print outs, but without the 
added hassle of adding new print cartridges. Instead 
you just use the one provided and change the paper 
type. The cartridge caddies can also hold both the 
black and colour ink, saving having to change them 
every now and again. This was a problem with the 
Canon Multipass C20, but the designers at Hewlett 
managed to avoid it. When it comes to running out 
of ink, a replacement cartridge will set you back 
around £20. 

If you decide to print on the highest possibly 
quality setting then you will be able to get up to 
600dpi. The software allows you to change 
settings for when you decide that a certain 


CANON MHITIPASS C20 

Model: Canon Multipass C20 
Price: £449 inc VAT 
Contact: 0500 248246 



here's something slightly special about the 
I Multipass C20. Not only is it a colour 
bubble jet printer, but it's also a fax machine, 
photocopier and scanner in one. 

As this is a printer review, I won't go on too 
much about the other features of the Multipass C20, 
but they are pretty good. The photocopier uses the 
same paper as the printer (A4), the photocopy 
option is used in conjunction with the fax machine 
and the scanner (as you would expect, no 
exceptional scans can be made - 400dpi) is the 
same again. 

Two ink cartridges are provided with the C20 
- one black and one colour. However, the 
printer also features PhotoRealism 
technology which to make use of will cost 
you an extra £30. Of course, you are also | 
required to buy the appropriate paper. To 
get quality colour prints then this is 
required as the standard colour - results j 
aren't brilliant and the optimum dpi is only j 
340. Something which was annoying was 
that depending on what kind of document 
you are printing (colour or black), you have 
to keep on changing the cartridge, unlike 
the HP model which has two caddies to hold 
both colour and black cartridges. 

Time to print a document, and I was quite 
happy with the provided software. It has plenty of 
options for things such as quality and all very user- 
friendly. Once the software is installed (quite 


[ 
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document doesn't need to be of the highest 
quality and you want to save ink. 

If you don't feel that you will be making use of 
the colour option much then it's not really worth 
paying £340 for the 890C. Instead it's possible to 
now pick up a colour printer with 360 dpi for under 
£150. Still, if you are requiring a decent colour 
print, the 890C is reliable, fast and produces nice 
prints. Say no more. ■ 


confusing at times) then a Multipass 
Background will always been loaded 
when you boot up your computer. 
Sadly I found that this slowed my 
machine down tremendously, and 
without quitting out of the MultiPass 
Background, working around other 
applications was very slow indeed. 

Like the HP models, a progress box 
will appear to allow you to see how 
the printing is going. 

As far as value for money goes, 
there's no beating the MultiPass C20. 
If you were to go into a shop and 
buy everything that the C20 features 
separately then you would look at 
spending over £1000 easily. ■ 













STAR WARS 


ELITE 


FRONTIER 


Ever dreamt ef fljiiig your own spaceship? 
We take a look back at the best space 
flight simnlators, and compare 
them wtth the latest otferings. 


mercenary 


■ he craze started soon after 

._ the release of Star Wars, with 

the appearance of the arcade machine 
based on the film. For those of you 
sufficiently ancient to remember such 
things, let me remind you of wire-frame 
vector graphics in no less than FOUR 
amazing colours, TIE fighters firing big 
asterisks at you, and the ghostly voice 
of Alec Guinness saying, "Use the 
force, Luke!" This revolutionary first- 
person perspective 3D game simulated 
the attack on the Death Star at the 
end of the movie. You had to battle 
through wave after wave of enemy 
fighters in your trusty X-Wing, fight 
your way across the surface dodging in 
and out of huge gun towers, then 
negotiate the infamous trench, flying 
over, under and around obstacles while 
avoiding enemy weapons. All the while 
R2D2 would be chirping at you and 
voices on the soundtrack would say 
things like, "Red five. I'm going in!" To 
be fair, for its time it was a superb 
game. It was tense and exciting, and 
was always the most expensive 
machine in the arcade - fifty pence a 
go in some places! ■ 

UARY 1998 


I n the early Eighties, when 

_ home computers such as the 

BBC Micro, the Sinclair Spectrum, and 
the Commodore 64 began to take off, 
one of the most popular games of the 
time was the now legendary Elite, by 
David Braben. Available on most 
platforms, it offered the player the 
freedom to explore space in their own 
spaceship - the Cobra. The structure of 
the game was such that the player had 
complete freedom of action. You could 
fly where you wanted, and by trading 
between different systems or carrying 
out missions for the military, you 
could earn enough money to upgrade 
your Cobra, or trade up to one of the 
larger ships such as the Asp or the 
Python. The thing that really grabbed 
people was that it seemed so big. 

You suddenly had the whole of 
space to play in, and in your 
own ship you felt just like 
Han Solo. The chunky 
polygon graphics look a bit 
crude by today's standards, 
but few modern games can 
match Elite for playability 
and addictiveness. ■ 


I ater, David Braben released 
™ Frontier, the sequel to Elite. 

It was basically the same game, but 
with improved graphics and many new 
features. The freedom was still there 
though. The game featured a map of 
the entire galaxy and each star system 
was named and described, complete 
with planets, star ports and cities, any 
of which could be visited. The explored 
region of the galaxy was divided 
between the Federation and the 
Empire, who were constantly battling 
each other and the independent 
worlds, who preferred to remain 
neutral. You could do 


ver since Star Wars was released in 1977 and the 
modern rebirth of science-fiction movies began. 


1 

there has been a steady demand for computer games that 
recreate the excitement of space flight and combat. There 
is something about the freedom of movement in three 
dimensional space and the freedom to explore the inky 


depths of space that is infinitely appealing. And with the 
graphics capabilities of modern computers and games 
consoles, a well-made game can capture that excitement. 
Despite what the US Senate may think, people are still 
interested in space travel, as the continuing popularity of 
space flight games testifies. ■ 













missions for both sides, or choose to 
work for just one side, collecting 
medals and promotions as you went. 
The higher your rank and security 
clearance, the more difficult and 
dangerous were the missions you were 
offered. Alternatively, you could 
choose to remain neutral and make 
your career living off of the civilian, 
and sometimes criminal, charters to be 
found on the star port bulletin boards. 
The cash you made from risking your 
life in deep space could be used to 
purchase upgrades or better ships from 
star port shipyards until you were 
flying the meanest ship in space. 

For total habit-forming long-term 
playability the game has few peers. I 
have it on my Amiga at home, and often 
spend a few hours chasing pirates 
around the frontier systems. I still 
haven't quite made it to the coveted 
rank of Elite yet, but I must be close! ■ 


Elite, and it lacked the other game's 
flexibility. The second game in the 
series was better, and as a rival to 
Elite the game came pretty close, but 
didn't quite do it. The flight systems 
were similar, the graphics all but 
identical, but the rigid mission-based 



l-IV AND PRDPHiCY 


gameplay allowed less flexibility and 
freedom than the other game. The 
missions were exciting and 
challenging, and in a limited market 
it was definitely one of the leaders. 

As the series progressed, it grew 
and became better with each new 
episode. The game developed a 


. ing Commander was the 

other popular space game of the early 
eighties. Its wire-frame polygon 
graphics were crude by comparison to 


consistent milieu complete with alien 
races, politics and history The 
inclusion of full-motion video 
sequences in the later games led to 
them being described as interactive 
movies rather than video games. The 
regular characters were played by 
Hollywood actors, including Mark 
Hamill who played Luke Skywalker in 
the Star Wars films. The gameplay 
remained mission-based, but the 
graphics and flight dynamics improved 
immeasurably, keeping pace with 
advances in technology. 

The latest game in the series, Wing 
Commander Prophecy, which has just 
been released, features a fully interactive 
storyline, so your performance in the 
missions you are assigned to carry out 
will affect the course and outcome of 
the war. It is fully compatible with 
the latest 3D accelerators, and the 
in-game graphics are of almost 
movie quality. ■ 


Wing Commander is an example of 
how the movie world and games 
are becoming increasingly entwined 
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BATTliGBUiSER 


IHH eleased in 1996 by Gametek, 
BattleCruiser 3000AD could be 
considered a natural evolutionary step 
from the games that preceded it. It 
combines features from both Frontier 
II: First Contact and the Wing 
Commander series. The game has two 
modes of play: Free Flight and 
Advanced Campaign Mode. In Free 
Flight it is similar to Frontier in as 
much as you have no set mission. You 
are free to travel between the 25 
mapped star systems, including over 
200 planets, trade with the thirteen 
different alien races and generally 
right wrongs throughout the Galaxy as 
a sort of roving ambassador of 
GALCOM, which is analogous to Star 
Trek's Starfleet Command. In Campaign 
Mode, you have a series of missions 
set for you by GALCOM, which you 
must complete in order. 

The game has been criticised for 
being over-complicated, but once 
you have mastered the control 
system it can be very rewarding. 

You are in command of a 
Constellation Class 

BattleCruiser, the most 
powerful ship in the 
Terran force. It is 
handily 


equipped with four smaller interceptors, 
four shuttles, and four all-terrain 
vehicles, all of which can be driven by 
the player. 

The game's quality graphics 
3re similar in style and . 
quality to both First 
Contact and WCIII, 
with texture mapped 
^ J planet surfaces and well 
designed space stations. ■ 


Battlecruiser SOODAD features a dynamic mission generator which ensures that players never have to play the same game twice - if they finish at alt! 
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r ollowing on from two earlier 
titles featuring the single-seat 
fighter ships from the Star Wars trilogy, 
this is a far cry indeed from the arcade 
machine that started it all. X-Wing vs. 

TIE Fighter is certainly one of the best 
space fighter combat simulators 
currently available, and has the massive 
appeal of the Star Wars movies to back 
it up. With graphics to match anything 
else on the market, and exciting 
missions in which you encounter other 
well-known ships from the films, dodge 
through asteroid fields and dogfight to 
the death in outer space, it provides 
hours of adrenaline-pumping action. 

The specifications and flight dynamics 
for the various fighters are modelled in 
such a way as to give each ship certain 
advantages. TIE Fighters are fast and 
manoeuvrable, but their shields don't 
regenerate as the rebel ships do, while the 
rebel ships can take a lot more damage, 
and the X-Wing has an excellent turn rate. 

You can choose to play either side, 
depending on how evil and oppressive 
or brave and rebellious you happen to 
feel at the time. - 


Stunning cnt-sequences help develnp the pint 
and draw the player in tn the game 



Oeveinped hy lucasarts, XWiag 
¥’s m fighter hnasts all the 
ships frnm the mnvies, plus the 
musing music nf Jnhn Williams 


H s reviewed in the previous 
issue, this brand new game 
from Ocean Software takes up where 
Battlecruiser 3000AD left off. Just as 
in the older game, you are the 
commander of a large spacecraft, in 
this case the Dreadnaught class 
corvette of Earth's Commonwealth 
Navy with a crew of nearly fifty. 

This is an extremely impressive 
game, with every detail just right and 
the most spectacular graphics of any 
space flight game to date. With 
sophisticated simulations of weapons 
systems, navigation and damage 
control, you almost need a degree in 
astrophysics to play it, but after a bit 
of practice it is one of the most 
rewarding games around. 

It has the same interactive 
mission based storyline as Wing 
Commander Prophecy, where your 
success or failure in any one mission 
will alter how the story proceeds 
from that point. It differs from most 
games of this sort in that not all the 
missions are combat based. You are 
also called upon to undertake the 
salvage of a damaged ship, as well as 
search and rescue, espionage and 


transport missions. The Dreadnaught 
is an extremely versatile ship, which 
can be docked to space stations, take 
control of other ships, tow things 
and much more. This versatility make 
the long-term playability of I-War a 
sure thing. ■ 


Ocean’s I War is regarded by many 
as one of the best sci-fi games 
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for the future, the most eagerly awaited space flight 
game is the forthcoming simulator from Sierra On-Line 
based on the hit TV series Babylon 5. Famous for its 
breathtaking computer graphics, the series is also well known 
for realistic portrayals of space combat. You will never see a 
Starfury making the photogenic but unrealistic banked turns 
used by the X-Wings of Star Wars. Instead, movement of a ship 








UARY 1998 




THINGS TO COME. 


The game features a unique selling 
point in a system which builds randomly 
allocated missions, so you will never 
play the same game twice. Judging by 
the brief work-in-progress demonstration 
we have seen, this should be one hell of 
a game, with full 3D card compatibility 
and breathtaking graphics. The size and 
scope of the game is awesome, spanning 
the whole solar system with missions 
based on all the planets. M 


Grolier’s Xemracy could be the next 
generation of sci-fi space combat simulations 


in the airless, zero-gravity environment of deep space is 
accurately simulated. The Starfury fighters seen in the series 
are heavily armed and highly manoeuvrable craft, and if the 
forthcoming game is produced with as much attention to detail 
as the TV series, flying one should be quite a thrill. 

It should be available some time in the summer of this year. 
Watch this space for more news when we have it. ■ 


inhabited inner planets (Mercury, 

Venus, Earth and Mars) are locked in a 
struggle for power. As a commander of 
a UPN peace keeping force you have 
your work cut out for you defending 
the solar system from the ravages of 
interplanetary war. Oh, and don't forget 
the alien invaders, who turn up just in 
time to prevent your life becoming 
routine. 


XENOCMCV 


ue out next month (look out 
for an in-depth review coming 
soon in UPC), Xenocracy from Grolier 
Interactive could be the next generation 
of space game. 

It is set in the future of our own 
solar system, in a time when the four 
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If you wish to receive a copy of 

pcstrategies or want to 

place a regular order for 
‘The magazine providing Solutions 
for dedicated PC gamers’, 
then hand this form into your 
local newsagent. 

Please reserve me a copy of 
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the in-betweeners. The main difference 
between the houses are the various 
buildings, each having their own strengths 
and weaknesses. But beware, as always the 
bad guys have the edge (well, the better 
weapons anyway!) when it comes to 
combat, so if you are going to play it for 
the first time, pick the wrong side! a 


you can to make some money, then use all 
yer dosh to build an assortment of 
military machinery for the sole purpose of 
doing away with the competition. 

There are three sides to choose from; 
the house of Artreides, who are the good 
guys; the house of Harkonnen, the baddies; 
and last but not least, the house of Ordos, 


K: his is where it all started, the 
^Ur , ' first serious real-time strategy 
game to take the place by storm. The 
object of the game was pretty 
straightforward; mine as much spice as 


«rf tacit 






Cammanil B Ganiiuer eat yer 
heart out, this is where it ail 
beoan some time beforebaod 


S i t ell let's face it, Qommand & 

Conquer is the classic of all the 
real-timers - to a certain extent it was all 
that Dune II wanted to be, or should 
have been. There is a choice of two sides 
to pick from; GDI, the Global Defence 
Initiative peace keeping force, or the 

Brotherhood of Nod, an 
underground 

terrorist 

W group 


which has, up to this point, been 
swathed in secrecy, but have now decided 
to make their move for domination of the 
planet! This is another one I've spent 
gawd knows how many hours playing - 
it's probably the real reason for my 
addiction to real-time strategy games. 

With plenty of units to go around, and 
a good selection at that, the game offers 
a riot of fun, from all-out multi-unit 
battles to single sniper stealth missions. 

Like Dune II, C&C players have to 
^ first locate some resources, in this 
case Tiberium, before it can be 
harvested and refined by 
building the appropriate 
units. It can then be of use 
as a power source and a 
. building material. 
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and the indifferent 






























seems to have solved that by the 
only means possible; by making them 
bigger and far more visible. The 
sequel really put all those annoying 
and niggling little things right, and 
generally made it even more playable. 
(If that's possible! I played the 
original to death!) 

As well as putting a few things right 
there is a whole new set of missions for 
both sides, everything from massive 
multi-unit battles to careful stealth 
manoeuvres. To expand the game even 
further, there is also a extra mission set 
by the name of Counterstrike. This 
contains new missions, audio tracks, 
and some new units. : 




^ ike its predecessor, there are 
two sides to choose from, but 
this time it's the entire Soviet Empire, 
or the Allies. The Allies are the 
remainder of the European countries 
that are in opposition to Stalin's iron 
rule. Both sides are on the same level 
technology wise and have about the 
same number of military units. 

I found one minor problem with 
the first one though in that the units 
were a little small, but Red Alert 


Although the gameplay has been 
improved the graphics, however 
were left almost untouched 


counterparts is the use of a commander. 
This unit not only holds all the metal and 
energy that you acquire from dead 
machines, trees and some plants, but can 
also repair just about any unit whist 
controlling the most powerful weapon of 
them all, the Gun. Personally I think this 
is the best looking of them all! . 


n ertainly one of the best of the 
^ clones. Total Annihilation has all 
the thrills and spills of classic real-time 
strategy and lots of little touches to make 
it a treat to play. It even starts with a 
reasonably original concept, which is that 
the governing body, (the Core) created a 
process called 'patterning', which is 
basically the transfer of an individual's 
brain wave pattern into a machine, thus 
making them just about immortal. The 
Core then made the mistake of making it 
compulsory, and in so doing split the up- 
till-now peaceful civilisation apart. Those 
against the process, known as the Arm, 
used cloning to enlarge their armies, while 
the Core copied their own warriors, 
transferring them to deadly war machines. 
And so began a war that has lasted for 
thousands of years across many planets. 

This is where the player comes in; to 
take on either side and finish the war. The 
main difference between this game and its 


One thing that really made this stand nut fmm the crowd was the landscapes - very few games have such detailed and simply enjoyable graphics 


nice it would look in high-res, and the 
control system, well, that could do with a 
serious shakedown to say the least. A 
while later of course the problem was 
solved with the introduction of 
Command & Conquer, shortly followed 
by the sequel Command & Conquer: Red 
Alert. Then came the clones by the 
score, just to confuse matters. I hope 
you enjoy our little trip down clone lane. 


II ver the last couple of years there have 
* been a plethora of real-time strategy 
games popping into existence - some excellent, 
and some not quite so. As it's such a popular genre 
with all you lot, we at UPC thought that you'd 
enjoy a quick look at some of the best. It's funny, 
all those years ago when I go hold of a copy of 
Dune II for my little Amiga, it was the dog's 
whotsits - I hate to think how many hours I spent 
glued to the screen. I couldn't help thinking how 
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takes on one or the other in a bid to 
be the victors. 

This is almost standard C&C, with 
the exception of the Battle Cards. 

These little babies can really turn the 
tide of a fight, they do things like i 
give your own troops extra powers, m 
or the enemy some damage. There a 
are fifty two of them in total, H 
and they really add an element of ^ 
fun to an otherwise average game. 1 


' ■' I \ ne of the first things you will 
' notice is the intro, full of 
smooth and very impressive FMV. Combine 
that with a rather atmospheric soundtrack 
and it really does kick some butt - shame 
the rest of the game isn't quite so 
impressive. The game is set in the distant 
future, and as a result of serious over¬ 
population and the breaking down of the 
Earth's eco-system, the world governments 
set up a Planetary Evacuation Program 
(P.E.P), This re-homes the rich and those 
deemed worthy (the Chosen) to various 
offworld colonies, leaving the rest behind 
to die. After a few hundred years the 
Earth begins to heal itself, and the 
remaining people form the 7th Legion. 

The rest is obvious, the Chosen show 
up and want their world back, but The 
Legion doesn't agree, so the player 


Set in a post-apocalyptic Earth of two 
warring factions, the Eurasian Dynasty and 
the United Civilised States, both sides are 
fighting to gain control of the planet's 
resources. Earth: 2140's biggest plus is the 
number of units available, ranging from 
armoured bikes to heavy tanks, including 
sea and air units. This makes all 
sorts of scenarios possible. 

Another idea that puts it 
above others is the 'Virtual 
General' feature which y 

allows up to three 

sets of troops to Mjllll 

be controlled by 

the computer, from 

your orders of course. 61^ 

Only simple commands 

can be given, like attack or 

defend - meanwhile the other 

part of your army is battering m 

the enemy to pieces on the « / 

other side of the screen. “ 


f i , ith most of the clones, it can 
f-v , V sometimes become very hard to 
differentiate between them, as the majority 
have the same control system, the same 
kind of units, and even basically the same 
game concept. Earth: 2140 I'm afraid is no 
real exception. 
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Easily spotted as a green jet of 
steam coming from the ground, 
Butanium is then collected and used as 
fuel for vehicles. Resources don't stop 
there though, supplies still need to be 
produced to feed the armies, and these 
come from food sources like a Garden, 
Mess hall, or a Supplies Synthesiser. 

Another thing I like about this 
game is the versatility in the soldier 
training, as some of the units can be 
trained to become better warriors, or 
generally better able units. 

A thoroughly enjoyable clone with 
lots of very nice and useful options. ■ 


m ere we see another pretty 
original scenario but with 
quite a few added features. The basic 
concept of the game is much the same, 
domination of the planet, but this time 
there are four sides to choose from. 
Marine, Tha'Roon, Descendants, and the 
combined forces of the Shama'Li and the 
Eaggra. Unlike the classic C&C there is 
no spice mining involved in Human 
Onslaught, instead there is a far stranger 
method of resources, namely Butanium. 


Inginuity in soldier training made Human 
Onslaught somewhat original at least 


















humans nick all their precious resources, 
and so a war begins... 

Like the rest of the clones, Dark Colony 
offers around fifteen missions on either 
side, each with unique units. Yep, that 
means you really can wage war using a 
classic Grey! One of the big differences is 
the line of sight concept, which 
jAjllllll^ makes the player use a far more 
strategic approach to 
battle. When the game 
W^KSUMml first starts very little of 
the landscape is visible, 
as the immediate area is 
surrounded by a black fog. 

The only way to clear this 
is to send a unit on 
walkabout - but just because 
you've seen it once doesn't 
mean you will then see everything that 
happens after that point, this allows 
sneak attacks and the like to be mounted 
with lots of surprise value! 


i I s the score showed. Dark Colony 
LJL/ gets the top spot as far as the 
UPC team are concerned. This time the 
game is set on the red planet. Mars. By 
the twenty first century explorers have 
begun to colonise the planet, and 
by means of careful 
chemical engineering 
they are able to alter 
the atmosphere so as 
to allow a breathable 
environment for 
human beings. During 
this time they also uncover a rare and 
efficient power source called Petra-7 
which they soon start to mine. They 
however, aren't the only ones that want to 
get their hands on the stuff, for there are 
also a bunch of nasty aliens who aren't 
prepared to let some inconsequential 


If you want damn good explosions then pick up 
a copy of this one. They are spot on! 


assault on the front lines, a smaller mobile 
unit could get in the back door by using 
waypoints and cause a little havoc. The 
other amazing thing is the ability to build 
a false base to act as a decoy, then pack 
up your main base and move it to an 
alternative location. 

The graphics make it one of the better 
looking clones, but it just doesn't have the 
playability to take it to the top. ^ 


i ctivision have also been pretty 
busy with their clone. Dark 
Reign, which is a well thought-out game 
with some nice features. The storyline is 
much the same as usual; in some 
backwater planetary system innocent 
planets are devastated by a continuing war, 
and slowly but surely it reaches further and 
further outwards until eventually it reaches 
your home world. There is only one way to 
save the planet and a lot more besides; you 
must travel to the heart of the war and do 
battle with unknown forces. If you lose 
then hundreds of worlds will be obliterated, 
left barren and desolate... I'm sure you get 
the picture! 

Amongst among the usual features are 
several incredibly useful ones, like a full 
waypoint system, meaning that while the 
main body of the army can commence an 


Here’s anotlier witP an impressive 3D iandscape, not to mention an effective and very useful waypoint system for flanking manoeuvres 


KKND EXTREME 


|lMg ell, at least I managed to find 
^ one with an appropriate name 
AND a reasonably believable concept - 
wonders will never cease huh? 

The world of Krush Kill 'A/' Destroy, (nice 
and subtle!) like the others, comes about 
after a horrific war which leaves the Earth 
a barren and desolate globe. (Surprise 
surprise!) This of course leaves two warring 
factions to fight it out for control of the 
planet, namely the Survivors and the 
Evolved. The former decide that the best 


place to be is under the ground, whilst the 
latter stay on the surface to try and rebuild 
their shattered world. There isn't even a 
hint of mining in the game, the resources 
revolve around good old-fashioned oil, 
which can be found dotted around 
bubbling up from the bowels of the land in 
black gooey puddles. This then has to be 
sucked up by a Mobile Oil Derrick and 
transported back to the base where it will 
be turned into resource units. Once 
converted, it is used for fuel and as a 
building material. 

One thing I did whole heartedly 
approve of is the humour; in the mission 


briefings screen there is a little 
information window telling you things that 
it thinks you need to know, like 'Chance of 
RACV/Motor Club roadside assistance - Nil' 
and other such inane comments. H 


The 3D terrain effects are 
especially effective 
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Continued 


From other Map 

IbeTanToothills 

From the start kill the eagle and 
run forwards, then turn to 
your right and carry on along 
the pathway, you will slide 
down a slope and drop into 
the path of some large 
boulders. Good timing is 
needed to avoid them but it can be done. Once the 
boulders are past you, get ready for a second lot. 
These can be avoided easily by standing in the gap 
on the left of the gully. Now continue along and 
climb into the cave. 

11.1 

Walk out onto the piece of rock that is sticking out 
and face the cracked wall of ice. Take a running 
jump at it and you will smash through and 
immediately start sliding down a slope. Before you 
reach the bottom jump and grab the wall in front 
of you, then shimmy across to the door. Follow the 
corridor along until you emerge into the daylight. 


Kill the two birds and then turn around and drop 
off the edge backwards. As soon as you land you 
will slide off backwards, grab the edge and then 
drop again. To your left is a cave; enter this and 
follow the corridor along avoiding any traps 
until you emerge on a ledge overlooking the 
water, turn to your right 
and follow the path 
around until you enter 
another cave, again 
follow the corridor until 
you emerge out into the 
sunlight. Turn to your right 
and follow the ledge until you 
are facing an outcrop of rock, 
do a running jump over to this 
and then turn to face 
the medi-pack on the 
other side of the 
pool, again do a 
running jump to land on the 
ledge with the medi-pack and kill 
the eagle that will be hassling you, 
make your way up the rocks until 
you reach the top. 

11.3 

Kill the two baddies and collect 
anything they drop, then get on the 
^ snowmobile and enter the 
large cave. Follow the cave 
along, running over any baddies 
on the way and you will 
eventually come to a large 
area with several jumps 

11.4 

As soon as you enter this 
area there (is a jump that 
leads to th'e right; go over 
this and you will land in a 
cave. Turn around and leave 
the cave, turn to your 
right and follow the 
narrow gully along. To 
your left is the next 
jump, do this and 
continue jumping until 


you reach a row of little jumps facing a large 
cave entrance. Leave the snowmobile here and 
head towards the cave on foot. As you approach 
you will see that the entrance is closed by some 
blocks, you will also see a small cave to the 
left. Climb up to this and follow the corridor 
along. You emerge behind the blocks and in 
front of two hungry leopards. Kill these 
and then move the blocks out of the 
entrance and into the tunnel you just 
came through, then return to your 
snowmobile. Climb onto it and do the 
jump into the now clear cave entrance. 
Follow the cave along making sure you take 
the jumps at full speed until the path splits. 
Take the right path carefully and you will 
come to a section of climbable wall. 

11.5 

Climb up and pull the lever to 
open a gate at the end of the 
other path. Return to where 
the path splits and take the 
other route, killing any 
baddies on the way. 

11.6 

Follow the path along until 
you come to a big jump. This 
one needs a good run up and 
full speed. 

11.7 

When you enter this room 
you will see a load of 
boulders at the top of a 
slope. These need to be 
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solution 



triggered so they roll down and out of the way. 

To do this you need to drive across the bottom of 
the slope. Hopefully you will not get hit by them 
because if you do you are dead. When they are 
gone drive back across the slope and get off of 
the snowmobile. Walk as far up the slope as 
possible, and then over to the edge of the hole. 
Now jump onto the slope above the hole and you 
will slide down; grab the edge and climb.down 
until you reach a cave, enter the cave and pick 
up the key, then drop down and get your guns 
out ready to shoot the guy hiding behind the ice 
wall. When he is dead carry on through the cave 
until you emerge below the jump in room 

11 . 6 . 

Run diagonally across to the other corner and drop 
into a hole to find some grenades. As soon as you 
do, three leopards will appear. Kill these and return 
to the corner you started in, climb up past the hole 
and up to the top; you will now be back where you 
left your snowmobile. 

11.7 

Climb on your snowmobile and drive across the slope 
(the one where the boulders were) and follow the 
tunnel around. 

11.8 

You will emerge in a room with a frozen lake in the 


centre, get off of your snowmobile and turn to 
where you entered the room, here you should see a 
hole for the key you found earlier. Use the key and 
a bridge will form, now get back on the 
snowmobile and drive up the slope that leads 
around the edge of the room. You will soon cross 
the bridge and be confronted by a slope loaded 
with dodgy looking boulders; here you must drive 
fast using the X button and don't stop until you 
are safely past the danger. There is now a little jump 
after which you emerge in the main room again. This 
time however it is different as the boulders have 
smashed the ice to reveal a key, but beware, as soon 
as you pick it up a baddie will appear on a 
snowmobile and try to run you down or shoot you 
with the guns mounted on the front. There is no 
easy way to kill him but it can be done with a bit of 
luck, otherwise just get on your snowmobile and 
head back the way you came until you have done the 
big jump, here you will be safe. Then it is just a case 
of retracing your steps until you reach the shed 
where you found the snowmobile. 

11.3 

Use the key to enter the shed and pick up all of the 
items inside, then pull the lever in the corner and 
get ready for the three guys that will come in the 
door with all guns blazing. It is probably best to 
use the M16 if you have enough ammo, if not use 
your most powerful guns. When they are dead 




The world fo Tomb Raider II is fraught with hidden dangers 
and it’s all too easy to come unstuck, just as well you have 
this guide to hand! 
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collect any ammo they drop and exit the shed, turn 
to your left and run to the now open door. Stop 
just before entering and climb up to your right to 
find a secret, then go through the door. 


11.9 



Follow the corridor along until you drop into a 
large room, get your guns out and get ready to kill 
the baddie on his snowmobile. When he is dead 
collect any ammo he might have dropped and get 
onto his vehicle, leave the room by the north exit. 
Drive slowly along until you get to a large pit. The 
best way to get around this is to literally drive up 
the wall. Get as far left as possible and drive up 
the sloped edge then drive across and drop off on 
the other side. Now get off the snowmobile and 
climb down the ladder into the pit to collect a 
secret; when you have this climb back up and 
continue on the snowmobile. 


11.10 

You emerge at the top of a 
large slope; wait here until 
two baddies on snowmobiles 
arrive, kill them using the guns 
on the front of your new 
snowmobile and then drive to the 
bottom of the slope and behind 
the stone pillar. Here you will 
find a block that can be 
pushed out of the way. As 
you push it into the next 
room two baddies will 
come at you from the 
right. You can either 
kill them here or go and 
jump on the snowmobile 
and use the guns on the 
front, either way when they 
are dead go into the room. 


11.11 

Walk to the edge of the 
cliff at the end, kill the 


ULTIMATE PC ISSUE Six 


baddie from your vantage point and then dive into 
the pool. Climb out at the only place you can and 
follow the corridor to the end of the level. 


af lilan? Monastery 
Outside Temple 


From the start run, forward and peer around the 
corner to see a fight going on between some monks 
and some goons. Let them carry on until one side is 
dead. If the monks win, do not shoot at them and 
they will leave you alone. If you fire a single shot 
at any of the monks all of the monks on the level 
will be after your blood, but if the baddies win kill 
them and collect any items they drop. Ignore the 
steps and instead climb up the ladder on the red 
wall. At the top kill the crow and then jump up to 
the next level and from here to the next, make your 
way over to the balcony across the rocks. When you 
are on the balcony shoot out the windows and 
enter the room. 


12.1 

Run into the room and turn to the right, leave or 
kill the monk depending on what you did before 
and carry on forward. As you enter this area a goon 
will burst through the window. Kill him and go out 
onto the balcony to collect some grenades, re-enter 
the room and go down the corridor. Enter the first 
room on the left. 


12.2 

Either kill the monk or let him fight the baddie who 
sneaks up behind you then climb up the big ladder 
at the far side of the room. 


Main Hall (Balcony] 

At the top of the ladder, follow the balcony around 
and pick up the key. Now climb back down the 
ladder and go through to the corridor. 

12.1 

Turn to your left and use the key in the lock to 
open the big doors, and enter the main hall. 

Main Hall 

As soon as you enter the main hall run straight 
forward and go to the steps to your right. Wait here 
until the monks have killed the baddies, and then 
go and pick up any items they have dropped. Now 
return to the steps and follow the path along, and 
take the first door on your right 

12.3 

Run down through the rooms until you reach some 
steps leading up to your right, go up these and smash 
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through the window, then drop down into the courtyard 
below to escape the baddies coming up behind you. 

12.4 

If the monks are your friends you are safe, if not, get 
your guns out. Climb up the ladder at the back of the 
room and keep climbing until you reach the top room 
and a strange round thing. This is a prayer wheel and 
you need five of these to exit the level, so pick it up 
and climb carefully back down to ground level. Open 
the door and let the monks kill the three baddies that 
try to come through, then run down the corridor and 
head back to the corridor that leads off of the main 
hall. Turn right and run to the end, turn left and you 
should see flames and swinging spiked balls. If you 
have friendly monks they will be busy killing the two 
baddies that have crept up behind you. When they are 
dead enter the area with the flames etc. 

12.5 

As you approach the flames they will go out, but 
only for a short time, so get ready to jump as soon 
as the swinging ball is at the end of it's swing 
towards you. If you time it right you will not be 
hit. Run through the small tunnel and climb out on 
the other side, avoid the rolling blade and again 
jump towards the ball as it finishes approaching 
you. Run through the tunnel and climb out on the 
other side taking care to avoid the rolling blade. 

12.B 

When you are safely through, collect the key and 
continue up the tunnel until you emerge in room 
full of water. 

12.7 

Climb out of the water and head for the door. At 
the end of the tunnel you will find yourself back in 
the corridor that leads off of the main hall. Q 

Main Hall 

Head back to the main hall and use the key in 
the matching lock on the opposite wall, this will 
open a trapdoor in the floor which you need to 
go down. 

12.B 

When you emerge on the other side of the tunnel 
turn right and run up the hill, killing anything that 
gets in your way, until you see a small building. 

12.9 

The door is locked so you need to climb up the side 
and enter through a hole in the roof. Once inside 
collect the prayer wheel and pull the lever to open 
the door. When the baddie outside has been killed 
by the monk, collect any items and head back the 
way you came. 


















12.8 

At the bottom kill any baddies and run past the 
trapdoor to the lever in the next area. Pull this and 
move out of the way while the monks kill any 
enemies who might be lurking around. 

Main Hall 

Run straight across the main hall to the right-hand 
door on the opposite wall. 

12.10 

Run past the tables into the far corner and then walk 
down the corridor until you come to a swinging blade, 
jump this and go into the door just past it and collect 
the key inside. Now return to the room 12.1. 

12.1 

Run down the corridor and turn left at the end, go 
to the door and use your new key. Inside is another 
key, collect this and leave. Head for the room 
opposite room 12.2 and enter. 

12.11 

Walk slowly into the room and turn to your left, 
avoiding the rolling blades. Run to the opposite 
side of the room and use the key to open the door, 
then run through and up the steps. 

12.12 

In front of you is an alleyway blocked by flames. 

These must be extinguished before you can continue. 
Turn to your right and go between the two statues, 
now turn right again and run down to the end of the 
alley. Here there is a lever to turn off the flames, but 
beware, the switch is timed so as soon as you pull it 
get running. The gold things that the flames come 
out of must be jumped, if you are to close you will 
not be able to, so take care. When you reach the end 
turn left and run to the ladder, climb up and watch as 
the monks kill off the baddies. When they are dead 
collect the ammo and climb down the ladder, go to 
the switch and pull it; this will open two trapdoors. 
Drop down the nearest to you. 

12.13 

Shoot the glass in the cabinet in the centre of the 
room and collect the gemstones that are inside, 
then go to the lever and pull it, climb up and out 
of the open trapdoor. 

12.12 

Head back towards the flame alley but turn left 
instead of right. At the top of the steps go to the 
middle of the two statues and place a gem in the slot. 
This will open a room behind you, enter the room and 
pull the block out two spaces to reveal another prayer 
wheel. Now head back to the main hall. 



Main Hall 

Go through the middle door on the right-hand wall 
of the main hall and climb up until you are looking 
out over the statue. Take a running jump over to 
the statue and then climb up onto its hand. From 
here jump onto the head and then onto the other 
hand, then from here do a standing jump and grab 
the ledge, haul yourself up and use the other gem 
in the slot. This will open a trapdoor underneath 
the statue, so this is where you must go. 


12.14 

Drop into the hole and run up the tunnel, climb out 
and pull the lever then go through the door that has 
opened, and push the box into the stream to block 
the flow of water. Now leave and drop backwards out 
of the water outlet grabbing the edge as you go to 
soften your fall. 


12.7 

You are now back in room 12.7 minus the water. 
Look for a discoloured block and climb up to it, 
push it out of the way to reveal a Prayer Wheel. 
Collect this and leave the pool via the ladder and 
head back to room 12.2. 




Main Hall Ibalcony] 

Run all of the way around the balcony to the 
doorway in the far corner and drop through. Walk 
carefully into the corridor and you will set a 
boulder rolling. Dodge out of the way and then run 
up the tunnel to the junction. Another boulder will 
come from the left so dodge this, and then run left 
up the slope and follow the corridor along to the 
edge of a pool. This is a good place to save if you 
haven't recently. 


12.2 

Climb the ladder to the balcony. 


12.15 

Dive into the water as close to the right hand wall 
as possible and stick to the wall, or you will be 
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sucked into the drain and drown. Carefully swim 
around the pool to the door in the opposite wall. As 
soon as you are through, the pull of the drain will 
stop and you can relax. Light a flare, then run down 
the tunnel until you come to some opening and 
closing doors. Stand in front of them and run just as 
they start to open. There are three lots of these and 
they must all be handled in the same way. When you 
are past them, continue up the tunnel and then up 
the ladder at the end. 

12.16 

At the top of the ladder wait for the monk to kill the 
baddie and then go into the adjoining room. This will 
lure another baddie out; kill him and light a flare. 

12.17 

Jump over the gold things to the top of the steps and 
collect the Prayer Wheel. As soon as you do, flames 
will appear in the gold things, so carefully jump back 
down between the flames and go into room 12.16. 

12.16 

You cannot get back the way you came, so pull out the 
block in the corner which will allow you to leave. Climb 
up the ladder and run along the corridor until you enter 
familiar territory, then head for the main hall. 

Main Hall 

Go towards the room under the statue, but instead 
of going in carry on running around to the back 
and up some steps. 

12.16 

You are now in the Prayer room with lots of Prayer 
Wheels around the outside, but wait some of them 
are missing, it's a good job you've been spending 
your valuable time finding them. Place all of the 
wheels in the spaces and the big double doors will 
swing open. This is it you're nearly at the end. 

12.18 

Run up the slope to the gold emblem and fit the 
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Seraph in place. This will open the exit to this 
level. Run through and it's over. 


into it, but first look around this room for a small 
opening that leads to a medi-pack. Collect this, 
then go down the hole in the pool. 


afacomDs of the Tallon 


13.1 

Drop off of the steps at the top to avoid the stalactites, 
and run to the door at the bottom of the room. 

13.2 


13.4 

Use the mask to open the gate and run through. 
Stay to the right and jump out of the way of the 
rolling boulders. When they have passed, shoot the 
leopards and look to the left of the slope to see a 
hole in the wall. Go to the bottom step nearest to 
it and make a running jump to the hole, go past 
the door and drop into the next room. 



13.5 

Kill the two leopards and run forwards. Two more 
appear so kill them, then run through the gap to 
the right, where you will find another couple of 
leopards to kill. When they are dead climb up to the 
ledge just inside the area to the left. Drop into the 
water and pick up the Tibetan Mask, then climb 


As soon as you enter this room turn to your left 
and walk to the wall, jump up and grab the crack 
then shimmy along to the right until you can pull 
yourself up. Collect the secret and flares, 
shimmy back along the crack and drop on to 
the flat piece of rock. Run down the steps 
and then climb down the ladder. As soon as 
you get to the bottom get your guns out 
and kill the yeti. Continue down to the 
bottom of the cave and pull the switch 
by the barred door, return up the ladder 
and walk to the top of the slope. Turn 
to face down the slope and slide 
down, jumping before you reach th 
bottom, grab the edge and pull 
yourself up. Kill the 
leopard and 
drop off to the 
right of the 
steps to avoid 

the stalactites, and run to the 
door. 

13.3 

Run to the bottom of the steps and 
turn around ready to shoot the two 
baddies who sneak up behind you. 

When they are dead go back up the 
steps to the bottom of the slope with the 
boulders on. Jump over to there and walk 
up the slope, then as soon as the boulders 
start to roll jump off sideways to land safely 
in the water. Climb out and shoot the two 
leopards, then run to the far end of the room and 
look for a small slope of rock underneath a ledge. 
Stand on the slope and jump straight up to grab 
the edge and pull yourself up. Once on the ledge 
run around to the right and run across the crackec 
tiles, jump onto the ladder before they collapse ar 
climb up. At the top of the ladder jump backwards 
to land safely on a ledge behind you. Pull the leve 
to open the cage and slide down the slope, 
jumping before you reach the bottom. You should 
land on the platform with the cage on. Collect the 
Tibetan Mask and drop down to the ground. The 
pool is now empty and you need to climb down 
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back out and get your guns out to kill the two 
baddies who are lurking around. When they are dead 
collect any items and return to room 13.4. 

13.4 

Run to the other side of the room, and down the 
alley to the left of the red building. Run to the end 
and climb up the ladder, shimmy over to the ledge 
and collect the grenades at the end. Now drop 
down and use the Mask in the hole, light a flare 
and enter the room. 

13.6 

Drop into the room and turn left, then run along 



the wooden platform to the end and turn right. 
Do standing jumps over the gaps until you reach 
the third platform, then pull the switch on the 
wall to open the gates. As soon as you do four 
yetis will attack from the area below so be ready 
with your shotgun or another powerful gun. 

When they are dead, run to the end of the 
platform and pull the block over to the gates, 
then push it into one of the gaps. Enter the 
room beyond the gates and pull the lever at the 
back of the room. Collect the ammo from the 
end gap and drop down into the centre of the 
main room. Investigate the two cages that the 
yetis came from to find ammo and medi-packs. 
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13.9 

In front of you are some boulders on a slope. Walk 
to the bottom of the slope and hop back one 
space, now jump forward onto the slope and then 
immediately back and then right to dodge the now 
moving boulders. There are also some boulders to 
your left and the same method can be used to get 
these moving. When they have smashed through 
the ice, drop down into the pit and kill the 
leopards. Collect the ammo and medi-pack and pull 
the lever on the wall, kill another leopard and make 
your way back up to the top where the boulders 
were. Go through the hole left by the boulder. 



then head back to the entrance of the room. Get 
your guns out as soon as you leave the room and 
kill the two guys skulking outside, collect any items 
they drop and head for the door just 
before room 13.5. 

Run through the door and along the 
rope bridge, move to the left 
about halfway along to avoid the 
boulders and then continue 
along to the end. Turn to the 
right and take a running jump 
at the ladder, grab on and climb 
up. At the top run forward and 
drop into the pool. 

13.7 

Kill the three fish, and swim 
through the cave until you come 
to a set of doors. Turn 
around and climb up onto 
the rock in front of them, 
then do a running jump 
over to the ladder and 
cling on. Climb up to 
almost the top and do a 
backflip onto a ledge, pull 
the lever and drop back 
into the water. Head back 
to the double doors, which 
are now open, and kill the 
leopard that attacks. 

13.8 

When the leopard is dead pull the lever 
on the block in the middle of the room, 
then walk out onto the right arm and do a 
running jump down to the sloping blocks 
in front of you. Drop to the floor and 
make your way back to room 13.4. 

13.4 

Run through the now open double 
doors and do a running jump over 
the hole. 
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13.10 

There are two pressure pads on the floor in this room 
which open doors that allow you to progress. Run over 
fho nearest the door first and then the 

;her one. As you run over the second one 
a door will open in front of you. Jump up 
to this and then jump over the spikes 
and through the other open door, but 
be careful you don't fall down the hole 
on the other side of it. Climb down the 
ladder and follow the corridor to the end 
of the level. 


14.1 

Shoot the bell and go through the door 
that opens. 

14.2 

Look up as you enter this 
room to see cage full of 
yetis. Thankfully the cage 
is still locked at the 
moment so you are safe. 

" Dotted around the floor are 
various springboards, so run 
onto the two that are side by side 
and you will be sent flying into the 
air and hopefully onto a 
platform. Pull the switch and 
collect the Uzi clips before 
dropping down to the level 
. below. Kill the yetis and 
look around on this floor 
for a medi-pack, now 
look for a gap in a 
cage on this floor. 

14.3 

Jump through it, 
collect the 


Ice 



medi-pack and run around the corner with your 
guns out, kill the yeti and pull the switch. Return 
to the ground floor. 

14.2 

Look for a springboard under a thin gap with a 
bell in front of it. Run onto the springboard 
facing the bell and shoot the bell at the top of 
your jump, you will then slide down the wall 
uninjured. Turn to your left and go down the 
tunnel with two gates at the end (one of them 
you have just opened) There is a spring board 
next to the left hand wall. Walk onto it and 
grab the ledge at the top of your jump, pull 
yourself up and turn around to see another bell. 
Shoot this to open the other gate, drop back 
down and go through the gates. 

14.4 

Here there is another springboard against the 
wall. Walk onto it facing the wall and grab the 
edge at the top of your jump, shimmy across as 
far to the right as you can and pull yourself up. 
Jump straight away and get your guns out at 
the same time. Jump, shoot the bell, put your 
guns away and grab the edge before you fall; it 
sound very hard but it can be done. Shimmy 
back to the left and again pull yourself up, 
jump, jump again whilst holding the left 
direction button. You should land on the flat 
area. Climb up through the now open gate and 
jump into the next room. 

14.5 

Shoot the yeti and collect the flares, now enter the 
dark hole the yeti came out of. 

14.6 

Walk down the slope and turn right, then right 
again, walk up the dark tunnel and collect the 
secret. Go back out into the main tunnel and jump 
onto the opposite ledge, and collect the medi-pack. 
Now go down the main path and shoot the white 
tiger, turn the corner and shoot two more tigers. 

Run to the end of the room and collect the Tibetan 
mask from the raised block, go to where you 
collected the secret, then go down the opposite 
tunnel through a now open door. Follow the path 
along until you drop into a room. 

14.7 

Kill the yeti and run to the end of the room, 
collect the medi-pack and drop down next to 
the tub-like thing into the room below. Get your 
guns out and kill the yeti, then collect the 
ammo in one of the corners. Climb up into the 
large gap that turns out to be a balcony 
overlooking the last level. Run to the end and 










collect the ammo, then return to the other end 
and use the mask in the slot. Drop back into 
the room and climb into the other hole, run 
across the bridge to the next room. 

14.8 

Jump across to the lever and pull it; this will 
release lava onto a frozen pool below. Drop down 
and kill the white tigers, then dive into the pool 
kill the fish, and collect the Gong Hammer. 

14.9 

Swim through the cave and move to the far left of 
the pool before wading out to avoid the stalactites. 


kill the yetis and run down left passage. Kill 
another yeti and collect the grenades. Return to 
the main room and go down the other passage, kill 
yet another yeti and climb up the steps. 

14.10 

Stop before you enter this room and get ready 
to run down to the bottom right corner. When 
you start running don't stop, or you will be 
crushed by the many boulders rolling down 
behind you. 

14.11 

Follow the tunnel along until you reach a slope. 

















































turn around and slide down backwards, grabbing 
the edge before you drop. Now shimmy along as 
far to the left as possible. When you are at the 
end pull yourself up, and jump straight away to 
land on a flat area behind you, then run into the 
next room. 



slope, then drop onto another slope. Jump over the 
blade and sit back to enjoy the ride. After some 
considerable distance you will drop into a pool. 

15.2 

Swim through the large hole and wade ashore. 

15.3 

Kill the two tigers and run to the left side of the 
temple. Face the side of the temple and walk onto 
the springboard. This will catapult you onto the top 
of the temple. Run around to the other side and pull 
the lever, drop back to the floor and shoot the eagle. 
Head to the edge of the water and kill the fish. 

Dive in and swim back through to room 15.2. 

15.2 

Swim to the wooden platform in the corner and 
climb out, climb up the ladder to the top, kill the 
spider and walk to the end. 



14.12 

Take a running jump over to the wall and grab 
on, climb up and through the hole. 

14.13 □ 

Lower yourself into the hole but 
make sure you have over half energy 
or you will die when you hit the 
floor. Use the Hammer on the Gong 
and walk forward down the 
steps until you drop into the 
main room. Turn to the right 
and run to the end of the area 
you dropped off, jump up 
onto it and look for a hole. 

Walk through and jump onto 
the middle section, collect 
the item and jump back 
out. As soon as you land 
in the main room a huge 
beast will start to attack. It 
is very powerful so get out of 
its way. Get back up to where 
you have just been, and safely 
shoot it from here. (If you don't have much 
ammo use your normal pistols. It will take a 
while but it can't attack you up here) When it is 
dead the level is over. 


15.4 

Turn around to face up the corridor you have 
just walked up and drop off backwards, 
grabbing the edge as you fall. Climb 
down the ladder, then 

when you reach the 
bottom drop and grab the 
edge below, shimmy to the left 
and pull yourself up. Collect 
the secret by shimmying 
to the right and then go 
back and climb the 
ladder. Shoot the spider 
and do a standing jump 
to the ladder, do the 
same to get to the 
next ladder and climb 
up, then pull yourself 
up into the corridor. 
Follow the corridor 
along and drop into the 
next room. 

15.5 

Go to the left of the spikes and climb up the 
ladder, move across to the right and jump off 
backwards. You will land on a sloping ledge, so 
jump again and you will land on the wall opposite. 


15.1 

Run down through the two rooms, into the large 
room with the altar in the middle. As you approach 
you will fall through a trapdoor and slide down a 


15.6 

Line yourself up with the three cracked tiles, then 
run onto the farthest one and stop. It will collapse 
and you will land on a block below. Collect the 
ammo and do a running jump into the doorway. As 
soon as you land you will start to slide towards 
some spikes, so jump just before the bottom of the 
slope and you will land on another slope. Jump 



again and grab the edge, pull yourself up and pull 
the switch. There are some grenades on the floor 
below you so collect them carefully but return to 
this ledge afterwards. 

Follow the corridor along and you will emerge in 
room 15.2. 


15.2 

Dive into the water and swim to the temple, where 
the double doors will now be open. Go through the 
doors into the next room. 


15.7 (Brolind Floor] 

Stick to the middle of the room to avoid the 
swords of the statues, which will drop if you go 
near them. Collect the M16 clip and go through 
the right hand door. 

15.8 

When you enter this room take a running jump over 
to the slope directly in front of the door. Jump 
before you reach the bottom and you will land on 
another slope, jump again to the next slope, then 
repeat this until you reach the final slope, when 
you need to grab the ledge in front of you. Pull 
yourself up and turn to the left, do a running jump 
over to the doorway and grab the edge, pull 
yourself up and go through the doorway. 

There is a switch on the wall in front of you but 
you will not get chance to pull it as the floor gives 
way and you are sent sliding down a slope. 

15.9 

As soon as you land, run toward the switch and 
pull it. Now turn around and run to the door that 
has opened behind you. There is no time to waste 
here because the walls are closing in. When you are 
safe carry on. 

15.10 

Walk onto the slope to the right to set the boulder 
rolling down, and jump off again before it squashes 
you. When it has past run up the now safe slope, 
but stop before you step onto the next one at the 
top. Do not step on this one at all, instead turn to 
the left just before it and jump up onto the block 
beside the slope. This will set the boulder rolling 
harmlessly away. To your left is the next slope and 
the next boulder, so hop onto the slope to set the 
boulder rolling and hop back to avoid it. When it 
has rolled out of the way, climb up the ladder and 
into the next room. 


15.11 

Drop into the room and go to the far right corner. 
Pull the lever and immediately turn to shoot the 
tiger that appears from behind you. On the same 
wall as the switch is a doorway, so go to this and 
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light a flare. Climb up and do a standing jump over 
to the ladder on the wall in front, climb down until 
you are one rung above the blade and get ready to 
drop past the blade. As soon as you are past it, 
grab the ladder again and continue climbing down 
until you are one rung above the next blade. Use 
the same method to get past this blade and 
continue down the ladder to the bottom. 

At the bottom are two rolling blades, so time 
it right and run through middle of them into the 
next area. 

15.7 (1st Floorl 

Shoot the two eagles, then turn to the left and do 
a running jump over to the switch on the wall. This 
opens the big doors at the other end of the room 
but only for a short time, so as soon as you press it 
turn around and do a running jump over the gaps 
as fast as you can. It may take a couple of tries but 
it is possible. When you do get through follow the 
corridor along to room 15.12. 

15.12 

This bit is actually easier than it looks. Firstly move 
to the far right of the wooden walkway and get as 
close to the first pendulum as you can without it 
hitting you, and wait until it starts it's swing to 
the left. Now run, time it right and you can just 
run past all of them in one go. Go to the right side 
of the doorway and press the switch, now jump to 
the left and press the other switch, immediately 
run through the doorway, as the door and the floor 
tile you have just activated are on a timer. 

15.13 

Once you are through keep moving to keep ahead 
of the boulder that is rolling behind you. Run along 
the walkway and jump at the very end, grab the 
ledge in front of you and haul yourself up. The 
boulder will roll harmlessly beneath you. Pick up 
the Dragon seal and turn to the right, do a running 
jump over to the platform at the side of the 
dragon, and climb up to the door at the top. 

Collect the ammo and pull the switch. Kill all of the 
spiders and exit through the door on the other 
side, slide down to the bottom and from there do a 
running jump over to the wooden block beside the 
wall. Repeat to the next block, and then turn to 
face the sloping block to the left. Do a running 
jump over to this and immediately jump again, and 
grab the edge of the block in front. Pull yourself up 
and you will slide again, so jump before the bottom 
and grab the next ledge. Haul yourself up and do a 
standing jump over to the platform where the 
Dragon seal was. To the right is a high wooden 
block: do a running jump over to this and from 
here to the next one. From this one do a standing 
jump onto the springboard and keep pressing 



forwards, as soon as you land, a boulder will start 
to roll. Simply drop off backwards and grab the 
edge, and the boulder will roll harmlessly over you. 
Pull yourself back up and do a standing jump to 
the next block on the right, then straight away 
jump back and watch as a boulder rolls past. Now 
make you way up to the top left corner, killing the 
eagle on the way. 

15.14 

Pull the block out of the way and run through into 
the next room. 

15.15 

Pull the lever and drop down the hole it opens. As 
soon as you drop in start running and don't stop or 
the boulder that is rolling down behind you will 
crush you flat. At the bottom turn left and slide 
back into room 15.7. 


15.7 

Shoot the tigers that are prowling around below 
you and drop down, place the Dragon Seal in the 
slot next to the locked door, and go through. 


15.16 

Wait for the rolling blade to start it's roll away from 
you and then run down after it. Dodge into the 
alcove and wait for it go past, then run to the next 
alcove and wait for it to go past again, then run to 
the doorway at the end. Slide down the slope into 
the next room. 

There are three switches in this room. Pull the one 
next to the waterfall first and then the other two. 
You must do this quite quickly as the ceiling is 
lowering all the time and it is covered in spikes. 
When you have pulled all of the switches run 
through the door that opens. 


15.17 

Climb up onto the lower block and then jump to 
the high block. From here climb up to the edge of 
the pool, kill the fish and dive in. Pull the lever 
under the water to the right, and swim quickly 
up the tunnel to the left. Ignore the lever on 
the wall and swim into the small hole in the 
right wall, pull the lever and swim through 
the gate that opens behind you, and pull 
this lever. Now swim back out into the 
main tunnel and pull the lever on the wall. 

This will send you rushing back to the first 
area and enable you to get some much needed 
air. Dive back under and swim through the now 
open gate opposite the tunnel. Pull the lever and 
swim back out, pull the lever you first pulled again, 
and swim up to the ceiling where a hatch has 
opened. Climb out of the water and walk to the 
edge of another pool. 
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15.18 

Shoot the fish and collect the ammo, then head for 
the door and walk through. 

15.19 

Run straight into the room and pull the switch, 
turn to the left, and run to the hole in the floor 
before the spiked wall has chance to impale you. 
You will land in some water and be pulled along a 
long tunnel by a current. When you stop there will 
be a key in front of you. Collect it and swim 
forward to collect the medi-pack. When you emerge 
from the tunnel you will be back in room 15.3. 

15.3 

Swim to room 15.2. 

15.2 

Swim to the wooden platform and climb out onto 
it, use the key in the lock and the big gate next to 
you will swing open. Kill the fish and dive into the 
water. Swim along until you get to a right turn, 
turn here and turn right again, light a flare and 
swim through the gate. 

15.20 

On the middle pillar is a lever, pull this and collect 
the medi-pack, then swim out through the other 
gate. Swim straight forwards and up through the 
hole in the floor, grab some air and kill the fish. 

15.21 

Pull yourself out of the water at the entrance of a 
cave and get your guns out. This area contains 
loads of little spiders and quite a few huge spiders 
so be ready at all times. Run through the cave 
killing spiders and collecting items until you drop 
into a large cavern. There is a group of big spiders 
here so kill them and light a flare. Look for a block 
at climbable height and climb onto it, then jump to 
the next slightly higher block. Look for a ledge and 
make a jump over to it, jump across a series of 
platforms until a spider attacks, kill it and turn to 


look at the egg sac hanging in the centre of the 
room. Just below the sac is the pillar you jump to 
so line yourself up with it and do a running jump 
over to it. Do another running jump to the next 
pillar and then do a standing jump over to the 
cave, grab the edge and pull yourself up. Run up 
through the cave and do a running jump over to 
the pillar with the key on top, collect the key and 
drop into the water. 

Swim back to room 15.3. 


15.3 

Go to the gate to the right of the temple and use 
the silver key, then walk into the next area. 


15.22 

Jump up onto the first step. As soon as you do a 
boulder will roll down towards you, so jump out of 
the way until it goes past then jump back up on to 
the step. Do the same with the next step and so on 
until you are up the top, turn left and follow the 
path along across the rope bridge, kill 
the tiger and run into the next room. 


15.23 

Shoot another tiger and climb up 
onto the sloped block, jump 
straight away and you will land 
on the block behind, turn and 
go into the door in the red 
wall. 


15.24 

Stand at the wall on 
the far side of the 
room facing the 
rolling blade, jump 
forward when it 
rolls away and 
jump again straight 
away, then enter the 
room to the right. Collect 
the medi-pack and run 
across the bridge. When you get 
about halfway across, the blade 
will start to roll so move to the 
left at the end and pull the switch, 
turn around and kill the eagle, then 
get ready for mad dash across the 
bridge. Wait until the blade has just 
started its journey away from you 
and follow it, you will just have 
time to dodge past as starts it 
journey out again. Jump past the 
other rolling blade and walk to the end 
of the platform that leads into this 
room. Turn to the left and take a 
running jump onto the spring board. 


Due to the strangeness of this 
level and the fact that it 
twists about like a snake 
with broken back, a 
map would be more of 
a hindrance than a 


hold forward all the way up the four springboards 
and on the last one hold X as well so you grab the 
ledge at the top. Pull yourself up and kill the eagle, 
do a standing jump over to the slope and grab the 
edge, pull yourself up and run into the next room. 


15.25 

Run to the right and jump onto the platform next 
to the keyhole, jump from there into the sheltered 
area and run straight to the block at the end and 
climb onto it. Move to the left to avoid getting 
stabbed by the spikes and climb up the ladder. At 
the top shimmy to the right and drop off, turn 
around and climb up into the hole in the wall. A 
spiked wall will close in so run in the opposite 
direction, and jump over to the ladder on the wall 
and climb up. At the top go right and follow the 
corridor to the switch at the end, pull this and go 
back the way you came but turn right into a room 
with a dragon. Turn to the left and do a running 
jump over to the ledge, then do a standing jump to 
the next one. From here do a standing jump over to 
the block in the middle, collect the key and drop 
onto the statue. Slide down it and jump off of the 
final slope to land on a wooden platform, walk 
down to the bottom wooden block and do a 
running jump through the gap between the door 
and the statue. Jump back over to where the lock 
is and use the main room key in it. Jump back to 
the previous platform and turn to the right to 
see a platform that wasn't there before. Do a 
running jump over to this, grab the edge pull 
yourself up. Jump over to the ladder and 
climb up, then shimmy to the right, turn 
around and jump onto the ladder. Climb up and 
go into another room with a statue in it, reach 
the statue in the same way as you reached the 
first one. Climb up the ladder and shimmy to 
the left, then when you reach a swinging 
blade jump off, and make another jump from 
the sloping platform to the next ladder. Climb 
up and again stop below the swinging blade, 
this time you need to jump and spin in mid 
air to grab the ladder behind you. Climb up 
and drop off onto the ledge and leave this 
level behind. Phew! 
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help, so for this level only the map has been left 
out, however the screen shots will be relevant to 
the text and should be some help. 

From the start run down the green steps and stop at 
the end. Do a running jump over to the rock ledge 
directly in front of you, and when you land turn to 
your left and do a running jump over to the gap in 
the cage. Run to the switch and pull it. Return to 
where you entered the cage and drop off of the edge 
onto the slope below, then as soon as you stop 
sliding get a gun out and shoot the statue that comes 
to life. When it is dead run forward and climb up the 
steps to the left that lead back to where you started. 

Again jump onto the rock ledge and then into the 
cage, but this time run down the corridor and drop off 
of the edge onto a slope. Jump just before you reach 
the bottom and slide down another slope, get your 
guns out and shoot the statue, then shoot the one up 
in the floating hut. When they are dead climb up into 
the hut and collect the ammo, medi-pack and Mystic 
Plaque. There is now a guard running about down 
below so shoot him from your vantage point if 
you can, if not drop down and shoot him. 

When he is dead run over to the small 
grass area to the edge of the platform 
and turn around so your back is to the 
edge. Drop off and grab the edge below 
and pull yourself up into a green area. 

To your left is a switch, pull it and take 
a running jump over to the door it 
opens. Again do a running jump over to 
the floating island in front of you. 

Walk to the far end of the island 
and turn to your left, stand at the 
bottom of the slope and do a 
standing jump forwards. 

Now do a running jump 
over to the next island and 
grab the edge. Pull 
yourself up and follow the 
steps up, and then down 
to the left until you are 
facing a single block on 
it's own. Do a running 
jump over to this and grab 
the edge, pull yourself up 
and turn to face the 
steps to the right and 
do a running jump, 
grab the edge 


and haul yourself up. At the top of the steps turn to 
the right and do a running jump over to the next set 
of steps, run up these and onto the roof of the cage. 
Almost directly in front of you is the rock ledge you 
used earlier, drop down onto this and walk down to 
the edge that faces a triangular shaped green rock. 
Jump over to this on the right hand side and grab 
the edge as you slide down. Drop onto the ledge 
below and do a running jump over to a small island 
with a second Mystic Plaque on. Collect this and 
jump back over to the ledge, turn and jump 
diagonally over the sloped blocks. Now go up the 
stairs back to where you first started. 

Again run to the end and jump over to the rock 
ledge, climb up onto the cage and run down the 
green steps. Kill any flying guards and make a 
running jump to the stone island ahead, grab the 
edge and pull yourself up. 

Collect the Uzi clips and place the Plaques in the 
slots beside the door. Run through the now open doors 
and collect the ammo to the right. Kill the guard and 
^ turn to the right towards the boulder on the slope, 
jump up onto the slope and run up behind the 
boulder. Jump over it and you will slide down 
the slope. Jump forward as soon as you land 
and then back again to avoid the boulder 
coming down towards you. Now turn 
around and walk to the bottom of the 
slope, turn to face the wall and climb 
up onto the roof. When you have slid 
forward drop down the hole and then 
drop into the next room. Shoot the 
guard that comes from above and 
collect the medi-pack, then climb 
back out onto the roof and jump 
back over onto the slope. Jump 
over onto the opposite slope and 
walk up to the first flat section, 
turn to the right, take a running 
jump over to the island and grab 
the edge. Now climb onto the 
death slide and slide down until 
you are above a bridge, drop 
onto this and turn right. 

Walk into the room and kill 
the statue that comes to life, 
pull the lever that it was 
guarding and run as the 
other two statues 
come to life. Head 
for the doorway 
in the 

opposite wall 
and slide 



down the slope. Jump at the bottom and grab onto 
the ladder, then climb up and onto a ledge. Again 
climb up but stop about four rungs from the top, do 
a backflip and you will land on a flat ledge. Walk to 
the hole looking out over the blackness and turn 
around. Drop off backwards and grab the edge, 
shimmy along and drop down when you are safely 
above terra firma. 

You should recognise this place. From here head 
back to the death slide and get on, but this time 
stay on until the end. When you reach the end 
turn around and jump back into the previous room 
on the right hand side. Push the block to the edge 
of the hole in the middle of the room and use it to 
climb up to the next level. Pull the lever on the 
pillar and collect the ammo on the wall, then drop 
back down to the floor below. The lever you just 
pulled dropped a block into the gap in the middle 
of the room, so now drop down onto this and pull 
the lever you find here. 

Head for the corridor that you landed in at the 
bottom of the death slide. When you get there turn 
left into the first doorway and drop down, avoiding 
the blades firing out of the wall, until you are in front 
of the large blades swinging back and forward against 
the wall. Save here as this bit can be very tricky. 

You need to be as close to the left hand wall as 
possible, take a running jump over the first two 
blades and hopefully you will land in the safe area 
between the second and third blade. You may need 
to try this from different distances as it is quite 
difficult to get it right. When you are here it is just 
a matter of timing, start walking when the blade is 
just on it's way back out from the wall. You will 
always take a bit of damage but you should survive. 
Once you are past the blades swim down the tunnel 
and collect the ammo. Swim to the right and wade 
out of the water to pull the switch, now swim back 
to the blades. Turn your back to the blades and climb 
out onto the ledge, pull the lever on the right and 
the blades will stop. It is now safe to leave this area. 
Climb back up to where the death slide finishes and 
again jump back into the room with the flame walls, on 
the right hand side. Push the block two spaces towards 
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solution 



lEVEl 17 

Dragons Lair 

17.1 

Collect the ammo and health and squeeze past the 
statue into room 17.2. 

17.2 

As soon as you enter this room the statue opposite 
will come to life, use your M16 or another powerful 


Start 


ground to the left. Get your 
guns out and kill the baddie, 
now walk to the edge facing 
the temple and turn to your left. Pull the block out one 
space, then get behind it and push it out one more 
space so it is in the path of the flying blades. Climb up 
on top of it and grab the death slide which takes you 
to the end of the level. 


as soon as you do, so the best way to do it is to pull 
the lever and immediately turn around and run to the 
ledge behind you, jump up and use the pillar to give 
you cover whilst you pick off the baddies. Whatever 
you do, do not leave the boundaries of the cage until 
all of the knife throwers are dead or you will have 
statues to deal with as well. When the knife throwers 
are all dead you need to leave the cage to bring the 
statues to life. As soon as you hear the rumble it 
means they are coming to life and you will need to 
climb back up onto the ledge. From here you can shoot 






them full of lead and they will not be able to reach you 
at all. Once they are all dead, collect all of the ammo 
and health lying around, pull the two levers on either 
side if the room that they were guarding and run 
through the gate that opens. Shoot one last knife 
thrower and run up the steps, collecting any item on 
the way. When you get to the gates at the top pull the 
lever and either kill the two statues or leggit past them 
and into the room on the right. Jump onto the ladder 
and climb up out of reach, climb up until you are about 
four rungs from the top. You must now jump off and 
spin around at the same time to grab the 
ladder behind you. Again climb up and 
repeat the process, and at the top is a 
sloping ledge. Shimmy along until you 
are as far left as you can go, now pull 
yourself up and jump immediately 
whilst holding the left arrow key. You 
will hopefully land on the flat 


the hole you just emerged from and climb on top of it. 
Take a running jump over to the highest hole and run 
through to the edge of the dark room. From the edge 
take a standing jump over to the crack in the far wall 
and grab on, shimmy to the right and pull yourself up. 
Light a flare and pull the lever, save and take a running 
jump diagonally over to the doorway. 

Run forward and turn right through the now 
open grate, ignore everything else in the room for 
a moment and head for the hole in the middle, 
lower yourself into it and drop to the floor. 

You will now find yourself in a cage with lots 
baddies walking around the outside. You cannot shoot 
them until the cage has been lifted, and the problem is 
that they have no manners and will all attack at once 


C hunuvrs 


Exit 


17,4 , mm 


Underwater 

Chamber 


17.5 
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weapon and he shouldn't even reach you, when he 
explodes pull the lever he was guarding to bring 
the opposite statue to life. Again use the M16 and 
he won't get close. Now look around this room for 
another lever and pull it. The two other statues 
will come to life at the same time so some fast 
reactions will be needed to avoid the spears. When 
they are dead go through the only door and get 
ready for about eight knife throwers. 

17.3 

Kill them all and collect any health packs, ammo 
and the Mystic Plaque that they drop before 
heading for the locked door. Place the Plaque in 
the slot and run through the now open door. 


17.4 

Slide down the slope and run towards the middle 
of the room. Drop into any one of the holes in the 
floor and collect all of the Uzi clips and medi- 
packs, then climb out of one of the holes and 


attack the dragon. Try to stay away from it's face 
as it can breath fire in large amounts. The best 
way to kill it is to keep moving all the time, if 
you need a breather, just drop into the water for a 
while. After a while the dragon will collapse 
revealing the dagger in its belly, this must be 
pulled out. but if you try now you will get injured 
as the dragon comes back to life two or three 
times. Just keep shooting it until it collapses for 
the third time and then try to pull it out. Once 
you have pulled out the dagger the dragon is well 
and truly dead and the building starts to collapse. 
Run to the back of the room and run through the 
open doors to the end of the game. Well, nearly. 


ara s House 


As soon as you start go to the door beside Lara's 
bed and open it using the key hidden about your 
person. Go inside and pick up all of the ammo, 
medi-packs and flares. Shoot any baddies who 



wander in, then go out looking for the rest. There 
are not many in the house but as soon as you go 
outside they appear out of the gloom with all guns 
blazing. Kill them, and then kill the big guy with 
the double guns who shows up after a while. When 
this is done walk into his dead body to finish the 
game. Maybe, if you're lucky, you might get to see 
Lara having a shower, maybe. ■ 
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-Ctrl-F6 - To remove the fog of war 
Press Fll once more to enter the 
Script mode. 

Type Toadmission', then press Enter, 
then the number of the mission to 
load, 1 to 30. 

Press Fll again to exit the cheat mode. 


If you know of any cheats that 
we've missed out, send them to us 
at Up the Balance, Ultimate PC, 
Rapide Publishing, 1 Roman Court, 
48 New North Road, Exeter, EX4 
4EP. There'll be a free game for the 
best of those printed, 


This will show that the cheats 
you have entered are now 
activated. You cannot save a 
game and return to it later with 
the cheats still active, 

Speed471 - Allow speed up game 
in network mode 
Worker902 *- Allow buying of 
workers at all times 
Gangster822 -- Allow convertriig 
of workers to gangsters 
Weap.on&.473 - Allow fcmying of 
any weapon for gangsters 
TjBitantsl27 - Allow election of 
any tenants at any time 
Fencel^3 ~ Allow selection of 
any fence at any time 
LGans039 - Allow borrowing of 
any amount from the bank 
Estates^ ~ Allow buying of an 
estate without limit 
Houses738 - Allow selection of 
any house at any time 
8uiid9.09 - Allow CTRL when 
placing house at any time 
Actions674 ^ Allow use of 
undesirable action on easy level 
Gadgets 7 ^ Allow manufacture 
of any gadget in gadget factor 
MissionsS24 - Allow alt I to 
toggle missions on/dff 
Complain840 - Atov Alt P and Alt 
M far su^yfng police and bribes 
Cadets552 - Allow team change 
in single player mode only 
Maps751 - Allow playing of^y 
map with any No. of players 


Jf the council are (Ming out too 
many black marks to you, get 
yourself a level two house and 
make the tenants the 'punits.* 
After a short time, the 'punks' 
ttdU start to complain about a 
hedge and youll tee given some 
more black marks if you don't 
reduce the rent considerably. 

If you do this you'll receive 
some white marks. With this 
done, put the rent back up and 
then wait for them to start 
complaining again. Ycut can 
cepeat this trick as often as 
you like, helping to build up 
hundreds, or even thousands if 
white marks. 


Garmageddon Cheats 

AT the main menu screen type 
ENABLE(quickly) to be given access 
to all tracks and vehicles. You can 
now use all of the other cheats in 
the game... 


Age of Empires 

Press Enter to activate the chat 
mode and then type in any of the 
following codes (case sensitive): 
DIEDIEDIE - Kill everyone 
RESIGN - Resign from the game 
REVEAL MAP - Reveal Map 
PEPPERONI PIZZA - 1,000 food 
COINAGE - 1,000 gold 
WOODSTOCK - 1,000 wood 
QUARRY - 1,000 stone 


First of all, when the race starts 
use F4 to cycle through the modes 
until CHEAT MODE appears. Then 
all the following cheats will 
become availiable: 


Beasts and Bumpkins 

Cheat Mode 

Type 'KNEELBEFOREME' at any time 
during the game, a sound will 
confirm the cheat mode. 

Press Fll once to enter the edit 
mode and then type in any of the 
cheats below; 

-G - Lots of gold 
-ol03 - For man or woman 
-Olio - For a cow 

-c - To duplicate the last created object 


F5 Total repair 

F6 Toggle invulnerability on/off 
F7 Adds 30 seconds to the timer 
F8 Freeze/Unfreeze timer 
FIO Increment lap counter 
Fll Earn 5000 credits instantly 
F12 Switch between each opponent's 
camera and your own 


cheats fmm 

Oonatbah Friei. The following 
cheat codes are fo.r DOS 
Constructor only. The 
must be typed in without any 
spaces on the single player or 
network selectiQa3:-£a£e^ Each 
one must be finished by 
pressing return. You must 
makes sure that you cannot 
see any words being typed 
into the screeru When 
successful you wrill here a 
beep. 

Once in the game press C and 
you wttl notice, a 'x' sign bif the 
date at the top of the screen. 


SHIFT-F6 Show opponents on map 
SHIFT-F7 Adds 300 seconds to timer 
SHIR-F8 Toggle shadow between 
none/your car only/all cars 
SHIFT-FIO Increment 
checkpoint counter 
SHIF-Fll Lose 5000 credits instantly 


Power-ups 
0 Bonus 

1 Mega bonus 

2 Pedestrians glued to ground 

3 Giant pedestrians 

4 Explosive pedestrians 
Jr \ 5 Hot-rod 


6 Turbo pedestrians 

7 Invulnerability 

8 Free repairs 

9 Instant repairs 


SHIR-0 Timer frozen 
SHIFT-1 Underwater ability 
SHIR-2 Time bonus 
SHIR-3 Oh dear, bodywork 
trashed 

SHIR-4 Blow yourself up 
SHIR-5 Frozen opponents 
SHIR-6 Frozen cops 
SHIR-7 Turbo opponents 
SHIR-8 Turbo cops 
SHIR-9 Gravity has gone 
strange 









ALT-0 Pinball mode 
ALT-1 Wall climber 
ALT-2 Bouncey-bouncey 
ALT-3 Oh dear, jelly suspension! 
ALT-4 Pedestrians shown on map 
ALT-5 Pedestrian extro-bastard ray 
ALT-6 Greased tyres 
ALT-7 Acme damage magnifier 

SHIFT-ALT-2 Instant handbrake 
SHIFT-ALT-4 Turbo 
SHIF-ALT-5 Mega-turbo 
SHIFT-ALT-6 Blind pedestrians 
SHIFT-ALT-7 Pedestrian respawn 
SHIFT-ALT-8 Five free recovery vouchers 
SHIFT-ALT-9 Solid granite car! 

CTRL-0 Rock springs! 

CTRL-1 Drugs! 

CTRL-2 Grip-o-matic tyres 
CTRL-3 Pedestrian harvest 

^lUlikGItasm 

^ ^ I * * ^ At the main console, 
type in the following words for the 
relevant cheat; 

INVISIBLE > 2 minutes of invisibility 
CH03IN - Become immortal 

AMMO - Full amm 

ARMOR - 200% armor 

FULLMAP - View the full map 

KILL - kill everything immediately 

j H jlMkComnianGhe 3 

^ I H 1 ^Whilst flying press 'R' 
and enter one of the following 
codes; 

RATZ - Invisibility 

COWZ - Freeze your enemies 

D0G9 - Rearm weapons 

CAT9 - Repair damage 



Willis' arse into gear, try these tips 
for Die Hard Trilogy, courtesy of 
James Barnard. 

To get these to work simply puase 
the game then type R and 2 
simultaneosly to get cheat mode. 

Die Hard: 

Right,up,down,E : God mode 
Right,E,Down,0 : Huge ammo Reload 
Right, Up, Down, Down, E,Right 
(repeat) : Gun supply 

Die Harder: 

Type this code once for guns and 
twice for god mode: 

Right,Up,Down,E 



Right, E, Left,0,A,Down,E : Missiles 
and grenades 


Die Hard With A Vengeance: 

Left,0,Up,Down,E,Right: Infinite Lives 



all' at the main title screen and this 
should give you all the creatures, 
buildings and traps when you start a 
new game. 

Extreme Assault 

Operation Area 1 

Mission 1: Shoot the hanger floor to 
uncover a secret area. Besides 
extras, you will also find a teleporter 
switch which will take you to the 
final mission of this Area. 

Mission 2: Blast the hillside between 
the two trees located at your 4 
o'clock when you start the mission. 
Mission 4: Take a closer look at the 
church clock - it works! Destroy the 
steeple of the church to obtain 
some extras. 

Mission 5: As you are going up to 
the village you will see a single tree 
on your left. Shoot the base of the 
mountain behind the tree and a 
secret place will be revealed. Here 
you can switch between the 
helicopter and the tank. 

Mission 6: Return to the tunnel you 
passed through before the mission 
started. Destroy the giant fan, it is 
blocking the entrance to a secret area. 
Mission 8: Descend to the castle 
ruins for some more power-ups. 
Mission 12: Go in the opposite 
direction as the green arrow is 
pointing to get some extras. 

Operation Area 2 

Mission 1: At the beginning of the 
mission you can reveal a secret area 
if you turn round and shoot the wall 
behind you. 

Mission 3: When the mission starts, 
turn round and take out the gun 
turret in the alcove. Then destroy 
the wall behind it to reveal a 
secret area. 

Mission 9: At the start of the mission, 
turn round and shoot the gate on the 
back of the rock bridge. 

Operation Area 3 
Mission 1: Descend into the 
volcanic craters to find 
some extras. 



Mission 2: Blast all of the crates in 
the first room. At the end of the 
mission there is an entrance to a 
secret room on your right. 

Mission 3: First fly to the aircraft 
carrier to collect the power-ups. 

Next go to the border of the 
mission area. Wait a short time and 
you will see an airliner 
approaching. Shoot him down with 
a guided missile and then check out 
the beach. In the jungle you will 
come to a fork in the road; shoot 
the tree with the birds in it. 

Mission 4: Destroy the statue in 
the village for some additional 
power-ups. 

Mission 5: When you come to a 
cave with a shattered bridge, 
descend to collect some extras, 
then fly straight ahead and shoot 
the apparent dead end to enter a 
secret area. 

Mission 6: One way to complete 
this mission is to first destroy 
the generator. 

Mission 7: You'll find extras behind 
the first moving wall and after you 
shoot a hole in the cave wall above 
the rock. 

Mission 8: Drop down into the highest 
crater and revisit the hall found in 
Mission 2 for some nice surprises. 
Mission 9: At the moving walls go 
straight, then down, then straight 
and blast a hole in the end of the 
tunnel for some extra ammo. 

Operation Area 4 

Mission 1: Shoot gate number three 
to collect some more extras. 

Mission 6: In the room with the 
descending ceiling, there is a secret 
passage to the right. 

Mission 8: Shoot the wall by the 
ramp next to the left generator to 
get a few power-ups. 

Mission 9: Some of the walls hide 
secret rooms. Start shooting to 
find them. 

Operation Area 5 

Mission 1: Kill the two friendly 
helicopters after they help you. 
Mission 2: Under the rock bridge is 
an entrance to a secret room. 

Mission 3: Check out the area where 
the tanks are coming from. 

Mission 10: A the beginning of the 
mission, fly to the right just outside 
the tunnel for some extras. 





Operation Area 6 

Mission 4: Follow the ice path to a 
cave that hides some extras. 

Mission 6: Find the bridge on your 
radar and then go up to collect 
your bonus. 

Mission 7: Shoot the right corner 
of the large building for help in 
defeating the final boss. 

Network Play 

Use the name HAMMER when you 
begin a network game. You'll be able 
to use a unique series of pre¬ 
recorded messages. 

The Cheats 

Type 'oh dear' over the main menu 
to activate the ALTl to ALTO 
cheats as follows: 

ALTl-Full ammo 
ALT2-Upgrade current weapon 
ALT3-Full energy 
ALT4-Indestructible 
ALT5-W0W!!!! 

ALT6-Mission completed 
ALT7-Deactivate enemies 
ALT8-Heli-mode 
ALT9-Tank-mode 
ALTO-Speeeee 

^UHlikG-Police 

^ * ^Type in the following 

at the main menu screen; 

DOOBIES - Infinite Shields 

MRTICKY - Infinite Weapons 

BENIHILL - Benny Hill-style cars 
STATTOE - In-game info 

Level Codes 

1 MADGAV 

2 DOLMAN 

3 SONAGAV 

4 ACEDUF 

5 3030GUN 

6 WENSKI 

7 SAEGGY 

8 MAZMAN 

9 DAZMAN 

10 DELUCS 

11 ANDOOOO 

12 KIMBCHS 

13 ANDYMAC 

14 YERMAN 

15 OLLIEB 

16 THEYOLK 

17 TONYMASH 

18 ANDYCROW 

19 BIONIC 

20 TSL^TER 
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21 lAINTHOD 

22 JONRITZ 

23 CLAIREC 

24 STEVEBOT 

25 ANGUSF 

26 EUANLEC 

27 EDFIRE 

28 STUBOMB 

29 THONBOY 

30 JIMMAC 

31 RUGGER 

32 ROSSCO 

33 CAKEBOY 

34 NIKNAK 

35 SAGLORD 


Change your name to any of the 
following for the desired result: 
itsgallus - Access to all the levels 
iamthelaw - No police around 
itstantrum - Unlimited lives 
suckmyrocket - All weapons and armour 
itcouldbeyou - 999,999,999 points 


At the character selction screen 
press Delete to change the 
characters name. Type in 'nineinarow' 
and this will give you access to all 
the levels (like the one above). Also, 
typing in 'callmenigel' will allow you 
to get all the weapons each time 
you die and restart by pressing Shift 
and 8. 


If you're dream getaway island is 
turning in to a nightmare, then try 
the following cheat which will give 
you all the money you could possibly 
need. Simply press and hold Ctrl, 
Shift, Alt and G to get a whopping 
$4 billion deposited in to the bank. 


^uji||KHBxen2 

H I ^ Press the ~ key to get 
to the console and 
then type in any of these cheats: 
God - Toggle God mode On and Off 
Give 2 - Gives weapon 2 
Give 3 - Gives weapon 3 
Give 4 - Gives weapon 4 
Notarget - Toggles On and Off 
whether the enemies can see you 
Changelevel X - Changes level 
(Replace X with the level name) 
Restart - Restarts the level 
These should help you complete the 
game. 




at the main menu screen and you'll 
hear a signal letting you know the 
cheat has been activated: 

BANARNE - High cars 
SKUNK - See only wheels 
FILM30LK - Ignition on acid 
SURMULE - Get all options, and all 
the tracks 

SVINPOLE - Extreme close up 
SLASKTRATT - Get super cars 
Type in any of these cheats at the 
main menu screen and you'll hear a 
noise which signals that the cheat 
has been activated. Type the cheat 
in again to turn it off. 

Banarne - Big cars 
Skunk - Just wheels! 

Svinpole - Extreme close-up 
Filmjolk - Psychedelic 
Slasktratt - Get all the cars 
Surmule - Get all the tracks 

Jedi Knight; 

Dark Forces 2 

If the force isn't quite with you, type 
't' to go to the command console and 
simply enter any of the codes listed; 
KILL - Kill yourself 
REDS - All weapons 
BACTAME - Full health 
WAMPRAT - All items 
lAMYODA - Light force master 
SITHLORD - Dark force master 
YODAJAMMIES - Full force 
ERIAMJH - Fly mode 
THEREISNOTRY - Next level 
RACCOONKING - Both light and dark 
force powers 

DEEZNUTS - Next force level 
JEDIWANNABE ON - God mode 

Little Big Adventure 2 

A simple, but extremely useful 
cheat this one. Hold down the 
Shift key and type TWINSEN'S 
BACK to get infinite amounts 
of everything. 

| ikMen In Black 

^ i I *1 I " During play, hit the 
Esc key and then type in 'Dougmatic' 
This will return you to the game. 
Press the Esc key again and type in 
whichever of these cheats you like: 
Protectme - Immortality 
Move me - Level skip 
AGENTJ - Play Will Smith 
AGENTK - Play Kevin Cunningham 
AGENTL - Play Laurel 


HQ - MIB Secret Headquarters 

V • ■ * If you're stuck on this 
brute of a game, then hold down the 
Spacebar whilst selecting new game 
and you'll be able to select any level 
you like. Alternatively, during a level, 
hold down Ctrl and press the + key 
and you'll be taken straight to the 
next level. 

NBA Live SB 

For this selection of secret teams 
first click on the Rosters option and 
then choose Create Custom Team. 
Enter the following names as custom 
team names and you'll have the 
hidden teams; 

EA Europals 
Hitmen AllSorts 
Hitmen Coders 
Hitmen Earplugs 
Hitmen Idlers 
Hitmen Pixels 
QA Campers 
QA DBuggers 
QA Testtubes 
TNT Blasters 

Need For Speed It 
Special Editiop 

At the main menu screen, enter the 
following codes; 

BOMBER - A 50s-type chevy 
TOMBSTONE - Daytona car 
FZR2000 - Futuristic car 
RUSHHOUR - More traffic 

Here's a couple of extra cheats for 
Need For Speed II Special Edition 
courtesy of Mandeep Sidhu. Type the 
following in on the main menu 
screen: 

Slot - Turns your vehicle into a clot car 
Hollywood - Bonus track 
Mandeep also sent in the following 
codes for Carmageddon: 

Givemelard - Lots of money 
Spamspamspamspam - Pedestrians 
glued to the ground 
Superhoops - Explosive pedestrians 
Ihavesomespam - Lunar gravity 
Mooseontheloose - Pinball mode 
Buyournextgame - Jelly suspension 
Ilovenobby - Shows pedestrians on 
the map 

Russformario - Electro-bastard ray 
Hamstersex - Blind pedestrians 
Naughtytorty - Pedestrians are 
respawned 




Boysfromthebush - Grip-o-matic tyres 
Tramsaresuper - Pedestrian harvester 
Rabbitdreamer - Wild gravity 


Breakaway 


Follow these simple instructions to get 
a player with 99 ratings all around: 

1 Create a player called Kelly Ryan 

2 Set his weight to 150 

3 Set his position as a forward 

4 Set his jersey number to 1 


Now exit and then re-enter the 
'create player' mode and he will have 
99 ratings for everything. 




Here's a selection of 


level codes which should help you 



Select a new game and when 
; The Hunt Begins' has loaded up 
and you are standing in front of 
the Heat-Seeker,, bash in these 
cheat codes: 

DIPSTICK - Enable cheats 
CHOJIN - Woundless with weapons 
HUNTKCK - Outfit player 
RIDE ' Missile cam - 
TOOSAD *-God Mode 
i SEEYA ~ God mode^wetl 
; LONDON - Bog on 
NODNOL- Fog off 
; BOING - Elasto mode 
: BADTRIP ~ Shroomsimnde 
i FlYBOY ~ Mercury mode 
; GOTO - Level select 
JQHNWOO - Extra pistol 
I PLUGEM ^ MP40 
r VANILLA - Bazooka 
; HGTTIMES - H^-Seeker 
BOOZE - Drunk missile 
; FIREBOMB - Firebomb 
i BONES - FLamewall 
i SIXTOYS - AU items 
; SHOOTME -,Bulletproof armour 
; BURNME - Asbestos armour 
; LUNGDUNG - Gas msKk 
J GOOBERS - Restart episode 
; . REEN ~ Restart level 
: GOARCH - Skip level 
; PANIC - Loose weapons 
; 86M£ - Suicide 
^ M4CSTRO - Jukebox 
: CABTM - Reveal map 
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through this arduous game; 

JUNGLEWAR 

BUCCANEER 

HAMMERHEAD 

DETONATE 

AFTERSHOCK 

BLITZKRIEG 

CHESSPIECE 

NOMANSLAND 

BASTILLE 

LIGHTNING 

UNLEADED 

GUNSRUS 

CHAINMAIL 

ONETWO 

APACHELITE 

EAGLEEYE 

CROSSEYED 

OLDSCHOOL 

SURFIN 

SHARK BAIT 

MAD BOMBER 

CHEESYPOOF 

MPH 

PHOENIX 

AVENGER 

WARRIOR 


4UiM^0utlaws 

^ ‘ I * * ^ A keen reader, John 
Howson sent in these cheats for 
Outlaws, we thought it would be 
criminal not print them. 

OLJACKPOT - Add items to inventory 
OLPOSTAL - Gives all weapons 
OLASH - Gives full ammo 
OLCDS - Gives super map 
OLGUSHER - Unlimited oil 


Level codes: 

OLTRAIN 

OLMILLS 

OLRANCH 

OLCANYON 

OLTOWN 


^ I I T I ^ If you're struggling to 
overcome the army of enemies within 
the game, try a few of these cheats: 
Sternomat - Napalm 
Thebestgun - Auto-shotgun 
Dawholeenchilada - Grenades, 
missiles, napalm, and flame-thrower 
Thereisnoplacelikeoz - Skip level 
Thickskin - Armour 
Hesstillgood - Brings you back to life 
lamsolame - Invincibility 


Redneck Rampage 

There's a number of cheats for this 
game all of which can be typed in 
at any point during the game; 
BUBBA - An aiming site 
RDALL - Have all keys, ammo, 
health etc. 

RDBETA - Message 'Eat me!' 
RDELVIS - Message 'Elvis Lives!' 
RDGUNS - Get all guns 
RINVENTORY - Get all inventory 
RDKEYS - Get all keys 


4 ' I ililiSGreamer Rally 

™ " 1 ^Type the following 

cheat codes in on the main screen: 
TRAMO - All tracks 
CARBO - Hidden car 
LEALL - All leagues 

4 n H 11 kSbadow Warrior 

™ M ^ 1 “fry these codes and 
kick some ass: 

SWGREED - God mode with all items, 
ammo and weapons 
SWCHAN - Press J to fly 
SWGIMME - All items added 
to inventory 

SWTREKxx - Warp to any level 
(xx being the number of the level) 
SWGHOST - Clipping 
SWMAP - Automap 

I UStar Trek: Star 
^ Fleet Academy 

If you want to be able to fire whilst 
still cloaked, try activating the 
cloaking device and then go to red 
alert status. As long as you get red 
alert activated before the ship 
disappears, you'll now be able to fire 
whilst cloaked. 

Enter your name as one of the 
following; 

CMGARAGE - 2 extra cars 

CMTOON - Cartoon sky 
CMCOPTER 
- Chopper view 




i^Tomb Raider ii 

^ ^ I Ti 1 ^ Level Skip 
Hold a flare in your hand, hold 
Down and Shift, the press 
Forwards, Backwards and turn 
around three time before 
jumping forwards. 

All the Weapons 

As above, but jump backwards 

instead of forwards. 

Total Amiibilation 

Press enter to get to the message 
screen and then press + followed by 
typing in one of the following codes 
(remembering to press enter again 
afterwards to activate it); 

ATM - Increase metal and energy 
by 1000 

Radar - Acts like 100% 
radar coverage 

DoubleShot - Two times damage of 
all weapon fire across board 
NowISee - Exposes map and turns 
line-of-sight off 

Turok: Dinosaur Hunter 

Go to the main menu and enter any 
of the following codes under the 

Enter Cheat option: 


THSSLKSCL - God mode 
CMGTSMMGGTS - All weapons 
BLLTSRRFRND - Unlimited weapons 
FRTHSTHnRLSCK - Infinite lives 
RBNSMITH - Big heads, 
invincibility, all weapons, 
unlimited ammo and credits 
SNFFRR - Disco mode 
DLKTDR - Wireframe mode 
THBST - Gallery 
FDTHMGS - Credits 




Uprising 

Nype these in during 
the game for the 
relevant effect: 

Mo money - Extra Troops 
Way mo money - Extra Power-ups 


4i|4llkWipeout2097 

^ ^ I A • ^ Edward Hale sent us 
some useful tips for Wipeout 2097. If 
you type RUSH on the title screen 
and then at the main menu type: 
xteam : enables the piranha team 
xclass : enables the phantom class 
xtrack : get all tracks 


If you pause during a race and then 
type in these: 

Psymega : infinite weapons 
Psyprotect: infinite energy 
Psyrapid : get the machine gun 
Framrate : Displays the frame rate 
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Yes! Please rush me a copy of The Pocket Book of PC Solutions Volume 2 - the price of £10.99 per book includes P&P 
Please return this coupon together with your payment in a sealed envelope to the following address: 

PC Solutions Volume 2 Book Offer, Rapide Publishing 1 Roman Court, 48 New North Road, Exetei; Devon, EX4 4EP 

All prices include postage and packing. 


Name: . 
Address: 


Postcode: . Telephone: 

Siined: . 

Please allow up to 28 days for delivery. 


METHOD OF PAYMENT 

□ Cheque (made payable to Rapide Publishing) 

□ Postal Order (made payable to Rapide Publishing) 

Please charge my credit card: UWisa DAccess 
Card No: DDBU □□□□ □□□□ 

□ □□□ □□□□ Expiry Date: . 

Number of books required: PC Solutions Volume 2 . 

Total amount £ . 




Signature:. 
Date: . 
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Method of Payment 

Cheque {made payable to Rapide Publishing) 
Q Postal Order 

Please charge my credit card:^ „ Visa 


Access 


Wk 


Card No: 


Expiry Date: 


Date: 




Signature: . 


FEBRUARY 1998 1 ISSUE SIX | ULTIMATE PC 


Postcode.Tel No . 


Please send me.issue[s] of Ultimate PC 

Name. 

Address. 




Prices/Copies Ordered: 

Issue One: £3.50. Issue Two: £4.50. Issue Three: £4.50 . 

Issue Four: £3.50. Issue Five: £4.95. Total Price: £. 




n exclusive 
preview of 
Westwood's stunning 
Blade Runner, and a world 
exclusive review of Perfect 
Assassin ensured issue 
two of Ultimate PC carried 
on where the first one left 
off. With over twenty 
reviews, numerous 
previews, a solution to 
Little Big Adventure 2 and 
up-to-the-minute news on 
the best upcoming titles, 
it's an essential read. 
Coming with a free CD and 
a 16 page Tomb Raider II 
supplement it has 
everything the serious 
gamer needs and the 
price offers real value for 
money. If you're tired of 
paying through the nose 
for other magazines, and 
want a quality PC gaming 
magazine at an affordable 
price, the this is the 
magazine for you! ■ 


n exclusive Men 
in Black review 
was just one of over 20 
in this bulging issue. 
Amongst the others was 
Sid Meier's Gettysburg!, 
Total Annihilation, 
Worms 2 and Jedi Knight: 
Dark Forces 2. 

For those of you who 
need a helping hand 
through your games, 
there's also solutions to 
The Feeble Files and 
Excalibur 2555, as well 
as a tips guide to Dark 
Colony, As if all that 
wasn't enough, featured 
on the cover are two CDs 
crammed with all the 
latest playable demos. 
Included amongst these 
are; Jedi Knight, CM 
97/98 and Screamer 
Rally. All this at the 
stunning price of just 
£3.50 - what more could 
any gamer need? ■ 


I T ■ ith the PC games 
UJi market exploding 
into a frenzy of releases 
over Christmas, this New 
Year offering features over 
thirty full reviews. 
Amongst them are Virgin's 
Blade Runner, Activision's 
Quake II and a world 
exclusive on Eidos' 
Deathtrap Dungeon. Issue 
five of Ulhmate PC is also 
packed with previews, 
including ones for Die By 
the Sword, Ultimate Soccer 
Manager '98 and 
Battlezone. There's also the 
usual CD crammed with 
demos. 

With a full and 
comprehensive solution 
to the first part of 
Tomb Raider II propping 
up the rear of the mag, 
there's undoubtedly 
something for everyone 
in this massive 164 
page issue. ■ 


U ssue one was a 
resounding 
success with over 75,000 
copies being sold. This 
may have been down to 
the cover CD, which 
included an exclusive 
Resident Evil demo and a 
playable demo of 
Constructor. Then again, it 
could have been because 
of the interview with 
Deathtrap Dungeon 
creator Ian Livingstone. Or 
perhaps the 30 full 
reviews. Or the Premier 
Manager tips. Or the 
Unreal, Quake II and Tomb 
Raider II previews. 
Whatever the reason, this 
baby was packed, so if you 
missed it first time 
around, don't let it slip 
through your fingers 
again! Just send your 
payment with the 
completed form to the 
address listed below. ■ 


U he exclusive 
review of GT 
Interactive's definitive 
platformer, Abe's 

Oddysee and a full review 
of Tomb Raider II were 
the highlights of this 
stunning Christmas 
issue. Other Christmas 
crackers included 
Screamer Rally, Uprising, 
Actua Soccer 2, Grand 
Theft Auto and THQ's Pax 
Imperia - all of which 
were fully reviewed. 

With a Tomb Raider II 
demo and an enthralling 
Men in Black demo, the 
Ulhmate CD continued to 
maintain the high 
standard set by that on 
issue one. 

With 164 pages of PC 
news, previews, reviews 
and tips, issue five of 
Ultimate PC is the 
essential read for the 
die-hard PC gamer. ■ 

































New Year’s reselutions rarely last langer than the hangaver, 
but eur reselve ta briug you the very best Ui PC gaiulug remains strong 
as you’ll fiod out next month In oar bumper March Issue. 


« H ntense multiplayer action, intelligent and challenging 
AI, a fully rendered 3D environment and a revolutionary 
combat system that allows players to create and use their own attacks 
promises to make Die By the Sword one of the hits of 1998. Join us next 
month and find out if it has the makings of a truly classic game when we 
^ put it through its paces in our world exclusive review. 

Next month well also have the exclusive review of CUCs Ultimate Soccer Manager 98 - 
could it be the game that finally dethrones Championship Manager 2? It's got the 
IHV potential, but can it perform on the day? To compliment this review, issue seven's 

Ultimate CD will be sporting the exclusive playable demo of the game. It will also feature 
the first playable demos of Interplay's new Powerboat and Die by the Sword. 

All this, plus 164 pages of all the latest PC gaming news, previews, reviews and tips can be 
yours for just £3.95 when the magazine hits the streets on the 28th Februaryl 


Issue seven 
On sale February 

Don't Miss It! 


ULTIMATE 
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T»#/FGMANISTAN 
' CAIUPAIGN 

Taki on th« tnJghl of the / , 
Federation ever 
«ome Of die wocicka moat . ir . 
stunningJerrain. r' 


^lAecurate m oiSm 
couple d wi th excellent 
flemeptay' PC Zone 


Fantastic value for money. 
A premier collection of 
three full simulations. 


APACHE LONGBOW 
"The best flight sim to come on to 
the market in a long time. Only 
principle keeps this below 100%" 

PC Zone 96% 


New exciting mission disk 
for F-16 Fighting Falcon 
"Afghanistan Campaign". 


HIND 

Hind is a helicopter game unlike 
anything you'll have played 
before...Basically it's great." 

PC Gamer 90% 


F-16 Fighting Falcon 


Apache Longbow 


Includes 3DFX upgrade for 
all three award-winning 
products. 


F-16 FIGHTING FALCON 
"Accurate modelling coupled 
with excellent gameplay" 

PC Zone 91% 


Improved visual effects on 
all three titles, even 
without 3DFX. 


THE AFGHANISTAN CAMPAIGN 
Take on the might of the Russian 
Federation over some of the 
world's most stunning terrain. 


F-16 Fighting Falcon 


Digital Integration Limited, 
Watchmoor Trade Centre, Watchmoor Road. 

Camberley, Surrey, GU15 3AJ. 
Tel: 01276 684959 Website:http//www.digint.co.uk 

Copyright ©1997 3Dfx Interactive. Inc. The 3Dfx Interactive 
logo is a trademark of 3Dfx Interactive. Inc. All rights reserved. 




















The most authentic football management experience on a PC! 

• The most accurate data available (Over 130 fanzines can’t be wrong!) 

• All new, realistic transfer system 

• Play with 6 leagues running at the same time!! (England, Scotland, France, Germany, Italy and Spain) 


The all new interface is so easy to learn and 
use, that you’ll have more time to think about 
players, tactics and training. 


In the optional Manager Mode, you can manage 
the whole stadium and team finances, or even 
float private clubs on the Stock Exchange. 


www.ultimatesoccer.com 
























